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| Fl 
| parents first set an Atari 2600 down on the orange shag carpet 
| of their suburban paradise. While peers declared their desire 
to be firefighters or astronauts, Fletcher set his sights on all 
| things pixilated. Similarly, Fletcher earned a journalism degree 
| from the University of Oregon, but while the other students wanted to 
| expose political corruption or corporate scandal, Fletcher sought to reveal 
| greater truths, such as how to beat Bowser, find all the pieces of the Tri- 
Force, and collect every single Pokemon. When not waist-deep in a video 
game, Fletcher enjoys writing, movies, travel, and shepherding his animal 
army. His Prima guides include FEAR, Perfect Dark Zero, Ghost Recon 
Advanced Warfighter, and Heroes of Might and Magic V. 
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fblack@primagames.com. 













primagames.com 


Sweet Sweet oan 





The Star — ee 4. 
Cosmic Cast cocccccocooococcocoosooococcossooocooce eceoee 5 ; 4k | 





dainetic 6 Cal A nent ition 8 
Comet Observatory stedenceocersncsacsecessessoces “15 


i omacce oar sonssesenssesonssescencseconsscccnnssccee AZ 





5 6 j } i t Dy Sy ee Ie 4 : , . — 
Ph } ; | ' eo ryYT?Ttitriy i 
A : a NR 26 


Comet ODSEFVAtOTY ........0.csccserercecececerere 31 





Periyiy Egg GALANY veicccocsecccccccecacsdccccacscsces 40. 
Dino PUVA A cicddccccccascccccccoccacocecececccoccece 40 


A Snack of Cosmic Proportions .............. 46 
King Kaliente’s Battle Fieet........... seececee DE 
Dino Piranha Speed RUIMN.........ccc0- qeeetonee 58 
LUIGI ON The ROOF ......ccccccccccccccecccccccccceee OO 


Honeyhive Galaxy SSOSSSOOSSSSSSSSHSSOSOSSOSOSOSESS = | 


Trouble on the Tower o00cssbeeeSsccccecccceccccce 67 
Big Bad BUGADOOIM........ccccccccccccccccccoccces ‘al 
Honeyhive Cosmic Mario Race ............... 75 


Luigi in the Honeyhive Kingdom ............ 76 > 
Flipswitch Galaxy . PrrtiTitiiiiitiiiitiiiitiititii itt 718. 


Loopdeloop (oF ix | Wer tiano ct ibessvoesctegececsede 80 
Bowser Jr.’s. Robot | 









Lee H . 
S000 S0080e080000 82 


Secccevcccccocosse 85 
om \ 


Spack | Junk ‘capes caer oe 
Kamella’s Airship a. 91 ; 


Tarantox’s Tangled Web... Beebesecasesacrccccccces OD 
Pull Star Speed Run.. — 
Yoshi’s Unexpected Appearance . ee 101 
Battlerock Galaxy .............ccccssssseseseeeeee 103 


Breaking into Battlerock wsctSteevovrnneanal OG boar sh Sand Blast ‘Speed Run Secccccccccocoosooeesoeee 204 


Topmaniac and the Topman Tribe soveeeeee 109 | 
Battlerock’s Garbage Dump................-. 114 


Topmaniac’s Daredevil RUM .........c.ccccce. 115 
LUIGI ANd the DISC.........cccccccccccccccccccesee - 116 
ROMING Green Galaxy.....cccccccccccccccccccecce 118 





Reath Bowl i Galaxy ecceee epccccedsoccccccocccococe | 









ie tars Ge — Coccesesoccccccococosccsocese 119 


Bowser’s Star. ee 


. 
} @ ort) 








Passing the SWIM TeSt .......cccccccccccccccccs 
The Secret Undersea Cavern Rs. = 
Wall Jumping up Waterfalls... seouwe ccccceee 130 
Fast Foes on the Cyclone Stone ............138 
Ghostly GalaXxy..........ccccccccccocccsccsecscoees 140 
Luigi and the Haunted Mansion ............140 
A Very Spooky Sprint ...........cccreseccceceoee 143 
Beware of Bouldergeist...................0.... 146 
Matter Splatter Mansion.......................150 
Bouldergeist’s Daredevil Run ...............152 


Bubble Blast Galaxy cccccccccccccoococcocosssoocs 154 


Buoy. Base Galaxy SOSOSSSSSHSOHSSOSSSSSOSSOSSOSESE 157 


The Floating Fortress Se || 


Bowser Jr.’S Airship ArMadads......cccccccce 160 
Sinking the PIPSRIDS ccscccccccccseccsssccscccccce 161 


win Drop Spnideee xe eaaggaaaae 164 





Guety ¢ aes 


Dirty Tricks of Major Burrows. ...........2...170 
Gusty Garden Gravity a 174 


’ Major. Burrows’s Daredevil Run ............177 


: The Golden Chomp BPE. cock cccécsoseowededs 178 
Freezeflame GalAKY........c.sceercecseccecceccees 179 


Freezeflame’s Blistering Core ...............182 
Hot and Cold. COMIGE..........0.0sreceerseeeeseeee 185 
Conquering the SUMMIT Z............20000000000-189 
Frosty Cosmic Mario Race............:2.0.0...192 
DUStYy DUNG ......d0...cccccccccccccscoccccccccccceee 193 
Blasting through the Sand................0...196 
Sunbaked Sand Castle seeceeesesennnnnnnnninnn . 200 


Treasure of the Pyramid...................... 205 
Bullet Bill on Your Back ................ seceee 206 


Honeyclimb Galaxy ........ccccccccccccces eseoee 208 


Bowser’s Dark Matter Reactor............. 209 


BigGmouth Galaxy ............cccccccsccccsocssceee 213" 


ee ual * + 





Ae 


B 


sok Pod aa 126 ‘ 














Gold Leaf : Galaxy... SSSOSSSSSHSSSSSSSSSSSSOSS ra Ly 


Cataquack to the Skies .............. 218 
When It Rains, It Pours ..............220 
The Bell on the Big Tree .............223 
Cosmic Mario Forest Race...........224 
Sea Slide Galaxy ......ccccccccccccccccoo RD 
Faster Than a Speeding 

PENGUIN ...ccccccccescsnccsdeccccesscccccsscoRd 
The Silver Stars of Sea Slide.......229 
Hurry, He’s HUNGTY.......ccccccccccocook de 


- Underwater Cosmic Mario Race ..233 





Toy Time Galaxy.......cccccccccccccccceek aD 
Mario Meets Mario ..............000«239 
Bouncing Down Cake Lane..........242 
The Flipswitch Chain .............000«.246 
Fast Foes of Toy Tilme........ccccccooe 240 
Bonefin Galaxy .......ccccccccccccccccece 244 
Bowser Jr.’s Lava Reactor...........249 
Sand Spiral Galaxy ..........ccccccccoce 251 


i 





Gute perc: i aie 
Racing the Spooky Speedster .....254 


_Garden Galaxies: Deep | 


Dark pe) apm ak 
Bubble ETS OFF .....cccccccccesteccceceee LOO 
Guppy and the 


time ITT ‘Appears Ti the winter heavens. 











The author would like to extend special thanks to Damon Baker, Seth McMahill, Yugo Sato, Sean Egan, Erik 
Peterson, Tejima Atsushi, and Mr. Shigero Miyamoto at Nintendo for their tremendous support this year. 

Without their assistance, this book would have never achieved liftoff. Additional thanks to the team at Prima— 
Rebecca Chastain, Mario De Govia, and Julie Asbury—for all of their help shepherding the book. Big thanks 
also go to Calibre Grafix, to the talented map crew (Garret Bright, Adam Crowell, Emily Crowell, Oliver 
Crowell, Sonja Morris, and John Rice), and to Carrie Andrews for her ace copyediting. And finally, thanks to my 
grandpa, who got me hooked on looking up at the night sky when I was a little boy and who | think about every 


Contents 
































\ 

\ 
Underground Lake O00S0SS0SS000088088088 263 ' 
% 
sy 


BOO IN @& BOX .....cccccccccccccccccccccceee LOD 
Daredevil Run to the 

GHOSE SHIP ......ccccccccccccccccccccsccccee LOO 
Dreadnought Galaxy.......ccccccccccee LOd 
Dreadnought’s 

Colossal Cannons .......ccccccccccccceee LAO 
Revenge of the Topman Tribe.....273 
Dreadnought’s Garbage Dump.... 277 
Topman Tribe Speed Run............278 
Melty Molten Galaxy .........ccccccoe 219 
Through the Meteor Storm..........283 
Fiery Dino Piranha ........ccccccccccceo LOO 
Burning Tide .......cccccccccccccccccccceee BOO 
Lava Spire Daredevil Run............291 


Matter Splatter Galaxy geecuesestsaescos a 


Snow Cap Galaxy .....cccccccccccccccceoh OD 


Last Battle. begovedoecesococsotiiics ceeceeen eh 


Bowser’s Last iisgsenege | 





Trial a aaa: | 
Bubble Blast Galaxy........ccccccccooe Od” 


The Electric Labyrinth................. 304 
Loopdeswoop Galaxy ........ccccccoce SIT 
Rolling Gizmo Galaxy ........cccccccce DID 
Purple COINS ......ccccccccccccccccccccccee DIE 


~~ 


PRIMA 0: 
_ A 





x 
Nes 
+ hg tdi 
" rinameveT yor yaeis |, )S —]) 














Official Game Guide . 





As night settles over are Mashraot Kiegdom) a lene figure runs are down a 

* cobblestone path, arms outstretched i in youthful abandon, like’ the levity of his heart: 
could lead to takeoff at any mon oment. And why shouldn't he ae like flying? The 
night sky, streaked with s stardu the et pasa close, 
to the kingdom, proulder e 















him to share in the ie, Fisiglgaikrer 
occurrence. And at the letter’s end, 


on the receiving end of her gratitude int nt 
note. Sowpetniag special. z 





ig) side is none arciher than Mario, brave 
venture! of shi m ee has called him to 
Dies |. {nekee ib, 0 ager to ie ata ome im under t alee aa "Tile stars. It's 


_ 
\ This year, "i comet's close 
proximity to the kingdom 
1 has resulted in a brilliant 
shower.of shooting stars. 
sat [he he Toads | have collected the 
fa s, bring ‘ing them 
| to "he castl e. Before Princes: 


Star, shining brilliantly. Pr rine seve Pose herself even found a friendly little star, 
5 called a Luma, which she has held dear throughout the festival. 
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to the princess. He has every intention 


Peach 's eyes, the shonin ‘ 
stars became a great Powe 


by even his mighty airships, so he launches 








Unfortunately, before Mario reaches the 
castle, the villainous Bowser interrupts 


the festival. No stranger to the heroic 
Mario, Bowser descends on the kingdom ,. 


"leading a fleet of airships. Bowser mounts 


an attack on the castle, peppering the 
grounds with cannonballs from his floating 
vessels. Mario deftly dodges the volleys, 


hurryi the castle to save Princess » 
Peach before Bowser can kidnap her . 


again, as he's done many times before. — 


wes 1 
















Bowser | brings h is airst ship | in lo / to speal 


a) 0 eel Fil 





of capturing her, but something else has 
caught his eye—the Luma. Bowser knows 


Mario is too fast and nimble to be stopped, 


an incredible scheme to keep the hero from 
meddling in his newest plot. 














| Achadow in the sky blots out the 


© stars A massive starship moves into view, 
positioning itself directly above the castle. 
Rather than leave his airship to pry the 
Luma from Princess Peach's fingers, Bowser 
will steal the entire castle. Three lasers 
erupt from the starship's bottom, searing a 


giant circle around the castle grounds. After 


carving the castle out of the earth, massive 

skyhooks drive itito the soil. The starship 

slowly ascends into the heavens, wrenching 
the castle free of its earthly bonds. 


But Bowser was not fast enough— 
Mario reached the castle before the 
b starship dropped from the s ky. Deter-— 

mined to stand between Princess Peach 
and Bowser, Mario holds on dearly as 
the castle is hoisted into outer space. 
However, Bowser’s minion, Kamek the 
_  Magikoopa, spots the stowaway. The 


* wizard flies down to the castle and 


' 
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casts a powerful spell, shattering the stone beneath Mario's feet. \ \ 
~~ Mario, knocked unconscious by the blast, floats out into space =) 

~~ with the debris as the castle and Princess Peach vanish into the 
{| cosmos. 


across the universe, visiting strange worlds and bizarre galaxies 
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When Mario awakes, he finds himself on a small plane- 
toid—but he’s not alone. The Luma companion of Princess Peach 
escaped the castle and safely escorted Mario to the planet. The 
Luma promises to help Mario save his princess, but finding her in 
the vastness of space won't be easy. Together, the pair must travel 


». 
* 
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in their search. Just getting off this tiny world seems daunting, 
but the little Luma, ever so clever, knows somebody who can help — 
them—somebody with an intimate knowledge of the cosmos, 
thanks to their own search for a lost loved one. 




















Mario is the greatest hero — 
in the entire Mushroom 
Kingdom, a plumber 
who's traded in his 
wrenches for travel to 
the far-flung corners 
of the universe. In 
his latest adventure, 
Mario must chase his 
nemesis, Bowser, across 
the cosmos to rescue the fair Princess 
Peach. While soaring through the heavens, 
Mario encounters all the fantastical wonders of space, from 
strange comets to imaginative planets. He must also wrestle with 
one of the greatest forces in the universe: gravity. If Mario can 
use gravity to his advantage, he might stand a chance against the 
tricks and traps Bowser has left in his wake. 
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There are many Luma in the cosmos, but this 
particular Luma is Mario's constant companion ie 
during his space travels. This cute little star 
_ gifts Mario with some amazing 
skills, such as the ability to 
survive in deep space and unleash 
0 é a special spin that helps him break 
, free of gravity and damages various 
dangerous denizens. While Mario 
explores. the galaxies, he will meet 
_ many different Luma, from helpful 
| black Luma that manage the charts of , 7) | 
F «the cosmos to green Luma that hide a Toad is Princess Peach’s trusted 


special secret, confidant. He and the Mushroom 
Kingdom are always at Peach's service, 
so when Bowser steals the castle and — 


| <Princess | y : carries ifinto space, Toad and his 
e fm ae i friends help Mario get it and’Princess 


Peach back. Toad and his comrades will 
occasionally appear to assist Mario in 
their mushroom-shaped starships. 






























| PO) Ge aM ee a 
| eS Cc. of the Mushroom Kingdom, has 
» + \_ been friends with Mario for years. 
=) i In her times of need, Peach can 
% always rely on Mario for help. 
When Bowser kidnaps 
_ Princess Peach and steals 
” her across the galaxies, 
she is separated from her - 
trusted Luma. Hopefully, the 
Luma will help Mario rescue 
her from Bowser before the 
fiend can hatch whatever grand 
plot he's cooking up aboard his 
incredible fleet of airships: 


+e S —- Not much is known about 
mS Rosalina, the lonely princess 
who wanders the cosmos in 
the Comet Observatory, a 
giant starship that travels the 
; celestial expanse. She is a 
+ great friend of the Luma, taking 
Y them in and caring for them as 
Sif they were her children. 
But there is a sadness 
behind her eyes. What 
has she lost out among 
the stars? 
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. Bowser is the great fire-breathing villain 
> of the Mushroom Kingdom, a dastardly 
creature bent on capturing Princess 
Peach and taking control 
li oof the kingdom for his 
€ own nefarious means. He 
i commands a vast army of 
Goombas, Koopas, and 
6 > other nasties that do his 
B ue @ CCDidding without question. 
4 r Mario always manages to 
save Princess Peach from 
Bowser and stop his schemes, but the brute 
never learns. Perhaps if Mario finally corners 
Bowser in the heart of the cosmos, he can 
y pound a little sense into the scoundrel. 
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Bowser Jr. has been causing trouble for Mario since they ee 
met at Isle Delfino, doing the bidding of his father, 
the great Koopa king Bowser. When Mario gives chase 
to Bowser across the universe, Bowser Jr. 
* tries to intercept the plumber and make 
his father proud. But does the little Koopa 
underling have the guts to really stop the 
hero of the Mushroom Kingdom? 






















Koopas, like Bowser and 
Bowser Jr., are based on 
creatures from Japanese folklore called kappa. 
Kappas have no standardized appearance, but 
many depictions present the strange monsters with turtle 

















Princes ail, you w better know 
shich way is up-—and in deep space, that's not always easy. Mario isn a just 
quashing Goombas on the way to a castle; he's navigating the cosmos and encoun- 5k 
tering things he’s never seen before. To help Mario Fi iwc you must know» 

how to use gravity to your advantage, what kind of special suits Mariovcan wear to 
travers Fhe galaxies, and wis iL ‘means when a rane comet flies erat 


This guide will help yous 
which are full of jaw-dro ving ( ee 
stay two steps ahead of Bo 
back in the Mushroom King 
their friends. 


Before you blast oft to defeat Bowed TI sav 























1. Health: This meter represents the 
number of hits Mario can sustain” 


before falling. 


2. Coins: Number-of coindlMario has 
collected during the stage. The 
number resets to zero each time 


Mario falls. © a . ; 


= 3, Star Bits: Number of Star Bits 
Mario has eallete during the” 


axies, | your view of Mario is augmented with necessary r 
tate such as the number of stars collected or current se. | ¥ 
a Stars: Number of stars—Power 


: He * Ss Stars or Grand Stars—Mario ETS 


1. Health recovered in the cosmos. . ‘hs 





pee ee re ee eye ee 














5. Lives: Number.of remaining , 
chances Mario has to save Princess 
Peach. r 


6. Cursor: This*marks where you're 
Say, the Wii Remote. This is 
where any Star Bits you fire will 
la ] Us this to sweep up extra 

ar Bit seutactic enemies, or Wi ais 











| onscreen, but the sther I i ati et 
oUecy nomosssndagoas de foding on What's — 


par K 
ap pa T e al » 
Dp 7 Q Tn Gd n ’ 






: ga emt - 
count ofthese items pop onscreen. All 
information appears when Mario stands 
still for a moment, but as soon as the 
plumber starts running, it fades away. * 
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3, Star Bits” 
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Across the Universe : 
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Super Mario Galaxy uses both the Wii Remote and the Nunchuk 
attachment. You primarily use the Nunchuk to move Mario, while the Wii 
Remote handles jumping and pointing. To save Princess Peach from the 
clutches of the dastardly Bowser, you must be an ace with all of Mario's 


skills. 


First Person 


Shoot View 










Move.Mario 





Center 
ET LTE 














Controls 
Input Action hie oe 
O Move Mario 
® Jump/Talk (when prompted). 
*. Shoot Star Bits 3 
‘@ . Duck | 
© Center camera 
ap First-person view (when 
allowed) 
al. Change camera angle 
SP) CN TAU Launch Star or 


Sling Star 
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Wy 
vide, 

















far away it is or where Mario moves to, 
it’$ yours once your cursor touches it. 
So, look for anything glimmering in the 
skies and touch it with the cursor—you 
» definitely want to fill Mario's pockets ° 
with Star Bits. 





If you've played a Mario game before, you know all about jumping on enemies to get 
rid of them. Just run sie to an enemy, hop into the air, and bring both feet down on 
he baddie. Mario can « ilso use ais lanes to activate switches. > 








New to Super Mario Galaxy is Mario's 7 
) spit ate meeting the Lumas, Mario © EE ae 
_ is granted the ability to spin with such : E 






iS ‘It never hurts to sweep 





F speed that he stuns most enemies on. ~< the skies with the cursor 
contact. To =e shake the Wii Remote. — | in hopes of vacuuming up 
Any enemy within reach issdazed. Now _ some Star Bits. If Mario lands 
+ Mario can either touch the enemy-to kick . BNET le ale lead 


| great distance into space, run 
| the cursor along the screen's 


| 

| 

: 

| 

, 

hem off the planet or jump on it. ira you dispose of an enemy affects your reward.. | 
; | edges to grab any Star Bits | 
| 

| 

| 

| 


If Mario stuns an enemy and boots i meth 
an enemy results in a coin. a 





| lingering there. 





iS 


2 Low on health? It eal be worth getting in close 
"<< and jumping on an enemy. Each coin replenishes 
| one wedge of lost health. 








































i" unive se is full of of sparing S Star Bi is Mario must collect as many of these 2 
et possible, as they a are pa ramount ¢ to helping restore peace to’ the cosmos and rescuing 
Princess Peach. Star Bits are located everywhere—dangling i TS ECC ea 
en are dre eased “hie enemies. Mario has many uses for these Star Bits. 
n them, feed hungry Lumas, * even"earn extra 







| If you have a second Wii Remote, 

| you can play the game with a friend. 
| 

| 

| 











The second player controls a second 
| onscreen cursor that scoops up 
| stray Star Bits and can fire them 
| at baddies or thwart dangerous 
obstacles. 















Vhen you point the Wii Remote at 
your television, you will see a little blue 
star. That's your cursor. Move it around 
by pointing af different places on the — 
screen. The cursor shows where you will, 


shoot a Star Bit if you press @). Try = = 
shooting 1g 2 Star Bit at a small enemy; Having a friend help out with 
| Mario's adventure is extremely useful 


such as a Goomba. his me the "Taal 
Met . 4 . . | and a lot of fun. Having another player 


vacuum up Star Bits while you concen- 

trate on Mario is a great way to earn 

| extra lives. With two cursors scouring 
i | . ‘the skies, getting 50 Star Bits is easy. 

Seu can: Iso use the sursor to ta lect —_ ine ||) Both players contribute to the same 

Star Bits. Mari rioc n pick them cup aN &) Star Bit collection, though, and they 

touching thom, bat ‘it’s muck -easi e ‘ 4 is be : | || both draw from it when firing off Star | 


—— 


















: ot iat he D 


dies ¢ fag, making sure M: rio never gets conpltly surrounded. - : 





















‘atl 













e sursor RL _m— — if ne | Bits at enemies. So make sure you 
perks SY ae eegate Oak eee” , | 
ouching a Star Bit with hehe he cursor oe iy Dt | communicate and don't accidentally 


automatically picks it up. The Star Bit estedinpimatlery: 


# crosses the cosmos, so no matter how 
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Across re Universe 






\ 
Long jump: This 
special jump is 
extremely useful for 
vaulting across large 
gaps between ledges. 
To long jump, tap (2) 
while running to make 
Mario duck, then immediately hit @ to long jump. The long 
jump sacrifices height for distance, so don't use this jump 

to reach a higher ledge or platform than the one Mario is 
currently on. 















Two cursors are better than 
one when catching Star Bits 
as Mario rockets through the 
skies. 



















During tricky platforming 
puzzles, the second player can 
keep enemies at bay while the 










a) Triple jump: Mario's 
triple jump is a great 
way to reach a really 
high ledge; however, 
you need enough ‘ 
distance between Mario 
| and the ledge to utilize — 
the jump. While running, press oF to jump. As soon as Mario 
lands, hit ®. Mario jumps a little higher than before, but if 
you press ® again as he touches down, Mario leaps into the 
air even higher. 






| 
first player makes sure tate 
maintains his balance. 
















The second player can also 
block obstacles and hazards. 
The second players Star Bits 
can disable the ammunition 
fired by the cannons in the 
Battlerock Galaxy. 














Backflip: Not enough 
room to pull off the 
triple jump, but need 
to hop higher than 
usual? The backflip is 
a great way to get a 
little extra height from 
a standstill. First, face away he the object or ledge you 
Good Egg Galaxy, the starting planetary want to jump to. Hold (2) to make Mario duck. While ducking 
system. Knowing how and when to use press Cy to jump. Like a pro acrobat, Mario backtflips into the 
air, jumping higher than a regular jump. This jump doesn't 


these special moves, he long =i (té‘ S 
: f haste conse much horizontal distance, so make sure Mario is right 


Smell t to the led 
antl ch, next to the ledge. 















The ren — has a menagerie of 
cool moves he can use from the moment 
he sets foot on the first planetoid in 













so bone up on these 


% 


skills before blasting off. 
Ree saad 
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~—\) Wall jump: Mario can spring off . 
vertical surfaces. This is a cool way to 
scale great heights, but you need two flat 
surfaces close enough together for Mario 


| to cover the gap between them, with a 

-} single jump. To wall jump, jump against 

a a press ORISA SLORCCLLS 
eep this up to propel Mario up tall 





it. Mari re springs away fromthe wall 
heights. 


+ 











Ground pound: Mario's classic 
ground pound is useful for smashing 
re heavy buttons and switches as well 
as stomping out an enemy. To ground 
pound, jump over the target. WI > | 
you want Mario to slam to ind, iP 
press (2), Make sure Mario is. 


~e0 ENTS 





On sulisrical slanetetde;: Mario er. run 
all the way around them—gravity pulls 













orocieaty bteco Veieaane brteRies and ae ian | | | him toward the planet's center. Even 
,40 palling/eatretans ue | though it looks like he's'about to step off 
i ioe cit into space, gravity keeps him anchored to 
ae Pe: JevapesThis spozial fans ae the planet. It's tricky at es you'll 
May to get come TRMBMiets height as soon get the hang of thinking about the 
—|) well as dodge any incoming attack. While G7 8/200 degrees, * 





running, quickly press the Nunchuk's ee 
‘|, control stick in the opposite direction = ) 
| | ey and press @. Mario pushes off the 
—_ = ground in the opposite direction he was 
h running at ane does a = flip i in ne air that's slightly nara than a regular jump. 


™ 





Now, not every planet's gravity is 
the same. Smaller planetoids have less 
gravity than bigger ones. While he won't 
break free of a larger planet's gravity, 
Mario can escape smaller planetoids if 
he jumps high enough. However, he will 
~ahget always escape the gravity of smaller 
_ planets; he only does so if another 
“gravity field is is close enough to “grab” 
ite Herwilt then be pulled to that new 


planetoid or spaceship. =~ 


et 





Since meer: ‘adve qi nture t TaKe Berl lace in space, gravity plays an enc rmous part in solving : 
‘he riddles of the ete s. Whil ile using th the Ni stn et stiok to move Mario, 
AEN E keep track of the plat sa r . Gravity is always pulling io, bathe 

pssence of ‘down” is relative. | 











L- : PAtook at the “edges” 
mel of planets or floating 
platforms to determine 
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During his adventure, Mario 
ventures out into voids between gravity 
fields—and that's when he is the most 
vulnerable. Sometimes he will use vines 
or Pull Stars (more on these in the next 
section) or move between planets or 
other surfaces. If Mario loses his grip in 
a place with no gravity, he floats away. 
‘In flat areas, such as the huge floating 
platform of the Honeyhive Galaxy, if 
Mario drops off a sharp edge or loses 
his grip on a vine, hestumbles out*into 
space. If he accidentally releases a vine 
ora Pull Star while between the gravity 
fields of two planets, he is sucked into a 
black hole. If light cannot escape a black 
hole, then surely Mario has no chance 
against one either. 














Some planetoids 
have black holes in 
their centers. The 
pull of a black hole is greater 
than the pull of any nearby 
gravity system. Watch Mario's 
step on these planetoids. If he 
accidentally steps off a ledge, 
the black hole will pull him 
straight into it. 
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There's a lot of cool things in 
Super Mario Galaxy, but the 
introduction of gravity is my favorite new 
feature. The first time | stepped off the so- 
called edge of a platform only to see Mario keep both feet 
on the ground thanks to gravity, | grinned from ear to ear. 
And when I started monkeying with gravitational fields 

to solve puzzles and travel the cosmos, | was absolutely 
hooked. Of course, the next time | play New Super Mario 
Bros. on the Nintendo DS or download a classic Mario 
game on the Wii's Virtual Console, I'm going to have to 
remind myself that Mario cannot just step off a ledge and 
keep on keepin’ on. 







’ 
ma i la he bb ta el lt A lh ll BL a a a a li Se 





aS Fe tren tb la 




























to reach escape velocity (the speed at which an object breaks 
free of gravity's hold) and rocket to the next area. Launch Stars 
are large, orange-hued star outlines that sparkle and rotate when , 
Mario steps near one. To blast off with a Launch Star, just stand 
near or inside one and shake the Wii Remote. Mario charges up 
enough energy to escape the planet's gravitational hold. Launch 
Stars have very specific paths. They always lead to the same place — 
in each galaxy, so you never have to worry about being blasted to 
an unexpected location if using a previously explored Launch Star. | 





along the path of another Launch Star. If you don't 
| shake the Wii Remote when Mario crosses the new 
Launch Star, he just keeps traveling to the destination of 
| the first Launch Star. Toward the end of his adventure, 

| Mario will encounter Launch Stars that work in tandem. 
To reach the final destination, he must use more than one 
Launch Star. If you don't shake the Wii Remote in time, 

| Mario just falls into a fiery pool of lava 
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If you're saath you can 
use a Pull Star to rescue | 
) ua from floating away if | 
| you miss a jump between gravity | 
| fields. You have about two | 
| seconds before Mario drifts too 
| far away, so if you're falling, 

| point at any Pull Star on the 

| sereen and press ®. If you're 

| fast (and lucky), Mario will | 
| grab it at the last second and be | 
| pulled to safety. | 










Mario can use these as space hooks, grabbing’each one to pull himself to the next 
planetoid or platform that has its own gravity. However, Mario must be close enough 
0 use a Pull Star—he wine ee 4 to one from pliaayiae across the cosmos, 































- 
® on each Pull Star. Mario flo T the P 
gravity field that pulls him in seve 2a ‘his ate on a Pull 1 ta by releasing 
ORR seconds or shaking the Wii Remote. Shaking the Wii Remote just as 
Mario enters a ety field brings him peeleel down to the surface. — : 
ee. 
= After veleesitth a “Pull Star you have » only & a m7 + h =e - ee gs xe 
ungry. These famished Lumas are 7 
seconds of free-floating in space before Mario just 
drifts away. looking for Star Bit snacks, and if Mario. 
| has enough of the sparkling goodies, the 
eS “Va z hungry Lumas will transform into new 
" here Hi a few insta noes Wnts, of a nt Mt planets or even galaxies. Every Luma | 


wants a different number of Star Bits, 


can te poh er sé re Inertt ia. Ine ert i but the sacrifice i is eee nya worth it. 


io n un til Darth 
ec inet + 9 ’ ‘ 0 in its bse 
gti ng sh rots. 








Many Galaxies have a hidden Power Star. 
for Mario to collect, and ‘sometimes the 
ee: way to access that secret star is to feed 
tween =a hungry Luma. To do this, talk to the 
ungry uma by walking close to it. The 
Luma will say the number of Star Bits it = 
wants to €at. Point the Wii Remote at the 
Luma's mouth and hold down he fill it 
with snacks. After you satisfy the Luma, 
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‘Wario an “in tem : -Somewher wi between the te » you. cnt a Pull Star. When yo 
inst latch on Pull | $ ‘Ste, a tio moves the: astest. As he gets: closer to a P 
nus t use that initial speed burst to get the most distance. 
ust as Mario starts initia toward ‘the Pull Star, release ® and let him drift 

8 past the Pull Star and grab the item, but be ready to immediately press ® on the 
3 Pull Star. If Mario floats freely too long, he tumbles into space. 
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it transforms. You do not need to feed A€ 
the hungry Liftna all the Star Bits at ggg fesse | 
once. If you're a little short, look: around — Za es “ig wealtees “bei 4 riage from | 
y the Comet Observatory, such as the three Tria 
‘a we PILES , Wy oe ls peat , A Galaxies. We tell you bow to unlock these secret 
aE fina te oa ce of | ane and detail other cool features of the hub in the 































| \$or ome 0 of the bear Lames | 
EL | 
| enters the galaxy, so 
collect all the Star Bits you can 
| as soon as omides 















When you enter the first Dome on the Comet Observatory, you can 
visit only the Good Eqg Galaxy. The other galaxies in the system 
are obscured from view. The closed galaxies are emblazoned with 
a number or a question mark. The number on a galaxy represents 
how many Power Stars Mario must find before he can travel to 
that galaxy. (Power Stars are the goal of almost every mission in 
the game.) After you satisfy the requirement, place the cursor on 
the galaxy and press @. This reveals the galaxy, and Mario can 
thee travel there. 




















Mario uses Rosalina’ s,| Comet Observatory 
as a launchpad to access all the different 
known galaxies in the universe. After 
Mario ‘meets Rosalina at the beginning 
of his adventure, he arrives at her 
spaceship every. time he exits a galaxy 

or whenever he returns to the game. The 
Comet Observatory consists of a series 
of platforms and Domes. Each Dome 
branches off to a different collection of 
galaxies. 





With enough Power Stars, Mario can explore 


every corner of the cosmos. 

Each galaxy has a set number of Power Stars inside of it. 
Some galaxies have only one Power Star while others have six. * 
(One galaxy has seven stars, but that seventh star is a secret. 

Don't worry—we'll tell you how to find it.) Place the cursor ona 
galaxy to see how many stars you have found. You find some stars 
by exploring an entire area of a galaxy, and others you find by 
winning a race or defeating a boss. When you find all the Power 
Stars in a galaxy, a tiny crown appears next to it on the map. 






Tho firetitites you start the game, 
only one Dome is open: Terrace. To ge 








a new Dome and access a new group of 
galaxies, you must find the Grand Star in 
the current.galaxy ¢ cluster. There are six 
chica mee snc mnmaniany 
“Engine ery ne pnts TE Dene 
has five galaxies except for the Garden, 
mney only has four. 
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Talk to the black Luma inside 
each Dome to look at the 
map. This shows every open _ 
galaxy and whether or not 
| gou have found every Power 
Star inside it. « 





ERAS See Daredevil Comet: The Daredevil 
Comet indicates that Mario mu 
survive a mission with onlu one wedge 
of health-*There are no coins in the 

mission. If Mario is hit only once, he 











You camalso check out a list of 





















Power Stars. and Grand Stare fails.and must start over, no matter * 
youve discovered, as well as a how close he was to completing the 
list of your best race times. - mission. 
> 
When you look at a galaxy with six stars 
for the first time, only three blank star 
outlines appear. That's because the other 
three stars-require a little extra work to 
find. Each of the six-star galaxies has 
three main missions, one hidden Power em 
Star that requires Mario to seek out a. Cosmic Comet: Thine ea risatne 
TALL -outayl TR of the main missions, Rand two comet-related Power Stars. a shadow Mario. Mario must race 
Wait—comet-related Power Stars? , his Shadow through a short course 
ie to the Power Star. If the shadow 
: | beats Mario, he loses a life and must 
At some point while exploring a restart the mission. : 
galaxy, a comet will are overhead, which 
s visible from the Comet Observatory. * 
All five comets are called “Prankster n 
omets”; these have a funny effect on 
ne of the missions in that galaxy: 
Speedy Comet: When 
this comet soars | n 


overhead, you must 
complete the mission 
within a time limit. 
If you don't reach the 
Power Star before 
the timer reaches zero, Mario loses a life and must start the 
mission over. 





_ Fast Foe Comet: This comet speeds 
4 "up the enemies-in a mission. Mario 
has full health, but it's tough to deal 
with the faster enemies. 


ee * ual + + 




















fifth comet. It's a purple comet that 

| doesn't appear until Mario defeats 
Bowser at the center of the universe. The 
encounter is only available after Mario 


| finds the fifth Grand Star and collects 





y the six-star galaxies. The purple comet 
ne requires that Mario find 100 purple coins 
| to earn. 





Comets have 
always fascinated 
humankind. With their 
spectacular tails, always pointing 
away from the sun, comets have 
been viewed as harbingers of 
incredible things. 

One of the most famous comets 
is Halley's Comet, a magnificent 
sight that only comes into earth's 
view approximately every 76 
years. Using the calculations of 
Edmond Halley, the astronomer 
and mathematician for whom 
the comet is named, we can find 
records of the comet throughout 
history, dating as far back as 
240 BC (and possibly even 
earlier). In 1910, the Earth 
actually passed through the 
tail of Halley's Comet. The 
most recent appearance of 
Halley's Comet was in 1986, and 
according to NASA, the next 
sighting of this comet will not 
appear until 2061. 
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of teeny-tiny wings. This suit, available for 























There are still a great many 
unknowns about comets, but 
scientists are working hard to unlock their 
mysteries. Halley's 1986 appearance was 
investigated by the European space probe Giotto, revealing 
that the comet is approximately 4.5 billion years old and 
EL ML) LL | 

In 2005, a portion of the NASA space probe Deep 
Impact intentionally collided with the comet Tempel 1 to 
investigate the composition of a comet's nucleus. In 2006, 
a capsule from the probe Stardust returned to earth after a . ge. 
7-billion-mile trip through deep space in which it collected | = | 
particles from the comet Wild 2. The samples are still | 40) een ef 
being analyzed. | 









Mario may have the moves, but he needs more than his supreme 
jumping skills to restore order to the cosmos. He has access to | 
special suits that grant him cool new powers and items that boost 

his chances for survival. 





Mario always looks heroic in his trademark blue overalls, but 
sometimes he needs to update his look when the occasion demands 
it. Mario can change suits by picking up special items, such as 
colorful mushrooms or powerful flowers. The special suits offer 
Mario a host of new talents and abilities. Learning how to use. 
these skills to defeat enemies or solve puzzles is paramount to 
successfully cleaning up the cosmos. So, before heading out to 
see the stars, check out Mario's closet and discover the latest 
fashion trends for today's discerning hero. 
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What's that buzzing sound? It's Bee 
Mario, flitting about overhead with a cool set 





the first time in Super Mario Galaxy, allows 
Mario to hover in the air for a limited 

amount of time and stick to special honeycomb 
surfaces. It's a great suit for traveling short 
distances through the air, such as crossing 
gaps in the ground or rising to collect a power-up 

that Mario couldn't otherwise grab in his regular overalls. 
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To put on the Bee Suit, Mario must 
find a special Bee Mushroom. It's yellow 
with dark brown stripes, just like the back | 
of a bumblebee. After nabbing the special | 
mushroom, Mario slips into the Bee Suit, | 




























There is no timer for just wearing the 
suit. However, bees don't like water, so if \Qieteeeeeceeera _ - — — * 
Mario gets wet, he loses the suit. He also sheds the Beé Suit if TH enemy attacks Bee Mario can attack enemies whil 
himy so bop those baddies with Star Bits to keep them from clipping Mario's wings. _ climbing on the honeycombs. If. 
| .bug slips across his path, Bee Mar 
-Talliaerlictons ‘m bi hey she elle 
Wii Remote. Mariovimmediately starts ain oo . 5 K- 
fluttering upward, but the Bee Suit has a _ : | 
pretty low ceiling. From a standstill, Bee o : 
| Mario can only as ae yout six oF seven 
GR oe 3 J times yo ht. However, if Bee Mario 
jumps off a ie his height is limited only by how much 4 ergy his wings have left. Super Mario Galaxy nl 





can get tough, but 
it’s not mean. If you lose the 


Bee Mario must recharge afte Sig sec nds ¢ of ne 
(displayed as a green circle next to Bee Mario when in flight) dips into the red, 













- —" Bee Suit while in the middle of 
Bee Mario will drop back down to the ground. H Hopefully h as some ground solving a puzzle or crossing an 
beneath him when the meter runs out—otherwise, Bee Mario gets a one-way trip to area that requires the special 
a black hole. The .. Bee Mario sets down on, solid ground, es the Flig _ || suit, just look around for another 
meter quickly recha ies and he can take off again. _ |, Bee Mushroom. There may be an 
. | ahaa | extra at the midpoint or you may — 






aati at saa have to return to the beginning 
of the series of honeycombs Bee 
Mario was crossing, but you'll 
never be left helpless. 

i This is actually one of the cool 
things about Super Mario Galaxy. 















Bee Mario can rest on any surface, so don't always || 
aim for huge ledges. Just setting down temporaril | 
on a small tree branch or a palm frond is enough 







= oo 














Ht to recharge the meter. | | You're never punished if you slip || 
SSS ee. ee up on a puzzle or get bonked by 
= es Pie ee an enemy while in the middle of 
a task. Just dust yourself off and | 







get back into it. You and Mario 
will get those stars and save 
Princess Peach. 





~ Bee Mario can't use all the regular moves. 
Special jumps, like the long jump or triple 
jump, are inactive while wearing the Bee Suit. 
















Bee NV lario can also stick to special 
turfs s—just look for honeycombs on 

(4) walls and towers. Fly Bee Mario into 
A nee besa nts. his a arms and 

& nt right honey ar t fall 
and / fee vhen Fravetegee Dan Har 
SS ee crawl around honeycombs. If there's a ga 
between a mene hone yeombs, just hop off, lutter up to the ant sticky spot, and 


g fly into it—Splat! Bee Maric ise stuck ag ain. 
+ Oe * + 
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_ The coolest power 
_ the Boo Suit grants 

_ Mario is the ability 
to temporarily vanish. 
To disappear, give the 
Wii Remote a little 

: 7 shake. Boo Mario 
vanishes for a few seconds. Enemies cannot harm Boo Mario while 
he's invisible. Even better, Boo Mario can actually pass through 
walls and obstacles while invisible. Are there some bars blocking 
Boo Mario's path? Fly over to them, give the Wii Remote a quick 
shake, and, while invisible, just slip right through them. 









Boos have been sneaking up on Mario 
since Super Mario Bros. 3, but during 
this jaunt around the cosmos, Mario 
finally gets to turn the tables on the 
meddlesome ghosts. By picking up a 
spectral white Boo Mushroom, Mario 
is transformed into Boo Mario. As Boo mas 
Mario, the plumber can use several of i there's oe thing 
the tricks the ghosts used to pull on Boos can't stand, it's 


him, such as temporarily disappearing. fe sa pie 
=— 4 ust beware of lig 


too. Look out for 
spotlights and search 
beams sweeping around , sooner 
rooms when using Boo Mario. If the light catches Boo Mario, 
even for a second, you lose the special suit. Hopefully, Boo Mario 
doesn't find himself in the spotlight while flying through space or 
over something dangerous. 









When an action calls for you to shake the Wii 

y ” Remote, there's no need to treat it like a pair of 
maracas. Just a little shake does the trick. And 

_ remember, always use the wrist strap when holding the 
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While wearing the Boo Suit, Boo == 
Mario can disappear and float through © Boo first appeared in Super 
the air. To take flight as Boo Mario, Mario Bros. 3 back in 1988 


*. ., (although, the game was not released in 
ibe fs . e i yea America until early 1990), and since then, 
ACH PERSS OUNCE Cece oe the disappearing-reappearing baddie has appeared in many 











Mario farther into the air. Several Mario games, including the Mario Party series, Super 
presses will have Boo Mario combing the || Paper Mario, and Mario Kart Double Dash!! Boo also 
ceiling for hid en goodies that normal starred in Luigi's big solo outing, Luigi's Mansion on the 





| This is also 2 GameCube. 
good way to cross otherwise-impassable 
traps and hazards. 
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ire Mario is one of Mario's most recog- 
nizable forms—he's been TT Le 


ireball- throwing outfit since his first 





Jon the Fire Suit's a overalls, 


unt downa Fire Flower. As soon as 
Mario picks the Fire Flower, he can start 


Hire Flower | 
2 & 


To cast a fireball as Fire’ Mario, point 
| Mario at the intended target and shake 
| the Wii Remote. Mario releases a 
}) fireball that boundes across the ground. « 

| Most baddies are thwarted with just a 
J) shal but some enemies, such 
ian shake it off with no 
ing of fireballs and plow through 
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sine of rani Fire 















Also use Fire Mario's fireballs to light / 
orches. It takes only one fireball to | 
ight a torch: Just point Fire Mario at = 
he torch and let fly with 1 the fireball. | ema 

As long as there is no water between) 

_ Fire Mario and the torch, 1 the: fireball | 
: ill i a ity ‘Sey efi lock doors Ss . 
$0 whenever there's an ee torch nearby i Fire 
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Is something feats blocking Mario's path? veo 
for a Fire Flower. Fireballs melt icy things, like 
snowmen. 







Unlike Bee or Boo Mario, Fire Mario and Ice \ 
Mario are only temporary forms. After picking 
| up the flower that grants the special powers, use 
the music playing in the background to judge how much 
time is left for the power-up suit. When the music speeds 
up, the special suit is about to disappear. 
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See a chill through his enemies is 


lee Mario. Unlock this form by picking 
up a blue- and-white Ice Flower. 








Although Fire Mario 
is Mario's oldest 
superpower, debuting back in 

1985's Super Mario Bros. on the 
Le) * 
this is the first time the power- 

up has appeared in a 3-D Mario 

game. 
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in ae Mario grants Mario the ability to 
a 


Ik across liquid, such as water and 


lava. While the Ice Suit is active, step 


out onto the water or lava. Each step 
plaints a a Miter Litnees on the water's 
surface, kind of like a frozen lily pad. 


frozen 
These pads last as long as lee Mario nny 


¥ | - 


ands on them. When Ice Mario steps 





off, the pad melts after several seconds. = 
Use lee Mario to cross otherwise- © 
impassable bodies of liquid. 
+ 
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All water freezes under the feet of To use Spring Mario's fantastic vault, press @ just as Spring 

Ice Mario, including fountains. If Ice Mario contracts on the ground. Release when the tightly coiled | 

Mario jumps on the spray of a faucet or spring starts to expand. Spring Mario then rockets into the air. | 

fountain, it freezes into an ice pad. Ice While in the air, use the Nunchuk’s control stick to direct Spring = 

Mario can now use this as a temporarily © Mario's trajectory. It's hard to direct Spring Mario with pinpoint 

platform. However, as soon as Ice Mario — precision, but he can at least be nudged in the right direction. 

jumps away, the pad melts. With this Use Spring Mario to vault over especially tall walls or to reach an if 
) talent, Ice Mario can turn a series of ~~ high ledge. i} 


© ~~ fountains into makeshift stairs, reaching 
otherwise-inaccessible ledges. . 


ro WET) » shoots alia’ the air with ra 
‘force that he blasts right through bricks as if 













| Mario can walk on the 
), ice pads created by Ice 

| Mario, but they are likely 
to disappear quickly, as they 
_ rapidly melt after Ice Mario 
| steps away. 


they weren't even there. However, he does land on | | 
| bricks without eeesating ti them. | | 








Ee ) ee Mario panne aecess any af Mario’ $ feavlse | 
—— " 7 ) / moves, so if enemies are en route, just rocket into | 
ne Bcd! ait rang aap dow on f atbels pean to amas? ied ii 


|) Mario doesn’t earn 
1 his Flying Suit until = | 
_4 he reaches the Gate it 
Sey] of the Comet Obser- 
| vatory. Inside this 
| special room, a red 
= Luma offers Mario 
Spring Mushroom the chance to earn the — 
First discovered in the Toy Time Galaxy, Flying Suit. If Flying Mario can collect 100 purple coins on 2 
the Spring- Mushroom grants Mario the planetoid, the Luma will grant Mario the ability to use the Flying 
Spring Suit. This suit grants Mario — Suit in the Observatory. Like the Fire Mario or Ice Mario suits, 
re ability to make huge s superjumps, wit Flying Mario suit is only temporary, but it lasts significantly 
vaulting him far hi gher than even Mario's — longer than those other suits. 
triple jump. The oie catch, though, is 
that it's often difficult for Spring Mario 
to stay still. He wobbles and bounces, so 
Watch out whenever he's close to an edge 
that drops into a black hole. 
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Flying Star 
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W Been nadie pore for a ‘while jel curious to ye. ! 
/ when gravity’s going to reassert itself? Listen to | 
the background music. When the music speeds up, | 
| | Flying Mario is about to be grounded. However, just pick «| 
| a anothe otal star to phase the @ suit cer i 

















Ea Mario is decked out in black 
and red. Mario must be airborne to start 





flying. He cant just soar into space, Ss Power Star | 
}) though. If Flying Mario tries to go too Power Stars ate the key to unlocking 
“i ait high, he's automatically pushed back the cosmos and finding Princess Peach. * 
x 000 1. ae E eee ‘down to a lower altitude. Power Stars are the goal of every stage, 
* — ’ gave for boss encounters with Bowser and « 


a 


Use the Nanchak’steti ol stick foie: 
ontrol Flying Mario, who h a¢ like 
an.airplane—up and down a : aaa 
0 go up, press Q—this gives. Wane 
Mario lift. To drop back down, press — 
ey giving Flying Mario a little drag. To |} <° 
land, simply steer Flying Mario toward = “= 
the gional <A aff the ground, Flying M Mario t Tops his feet like aii gear ai and 
safely touches He can run around [i nena 


Wher What be ne hw shake the Wii Remote and he's off! 


ot me Bowser Jr. Those battles result in Grand 
sr SETS that fuel the Comet Observatory, 
but more on those i in 4 moment. 


Power Stars rest at the end of every = 
stage—once Mario collects the Power 
Star, he is returned to the Comet Obser- 
vatory. If there are sdditional Powe 
Stars left in the galaxy, Mario can return 
| and choose a new stage. Most galaxies 
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Flying Mario lets 
| you take an airborne 
tour of the Comet Observatory, 
granting you a spectacular view of 
Rosalina's flying home. After taking off, check 
: Z out the Comet Observatory's TS PLE 
hid a 1- -Up Mashisone there; the side way to bihated it is with ee Mario. 


















Power Stars are required to unlock new | 
eee so Mario must collect as many 
ee ey after collecting enough 
a he blast off to save 
ich. n. So search across the on 
Shs abt 





WO Wer suff, like St i ‘Bits au isi 


Kups are Important i; Mario wants to collect the e nec 
k the road to rescuing Princess Peach tam Bowser clutch es. 






























Grand Star 
Grand Stars are required to power up 
the Comet Observatory. Every Grand Star 
Mario recovers adds energy to the great 
starship, opening up a new Dome. When 

» a new Dome is open, Mario can immedi- 

Me ately start investigating new galaxies. 
However, not every galaxy in the new 
Dome is available from the first time he 
steps inside. Mario must have enough 
Power Stars to unlock the routes to the 
new galaxies, and some of them require 
a lot of sparkle. At least one galaxy 
will be available when a new Dome is 
unlocked, though. 





at 


ESN « Coins a 
Mario is rarely without pocket change. 
The heroic plumber is always on the 
lookout for coins, which can be found 


anywhere in the galaxy. Some coins arte 


in plain view and often serve as slight 







but others require a little footwork to. 


—- you see it, as sometimes this shakes 
er loose a coin. Some coins are hidden 
inside wooden crates or ? Blocks. Other 











hints as to which way Mario should look, 





spot. Shuffle through tall grass whenever 


coins are revealed if a switch is pounded, 


e/ eo) ’ 
' >» ra beat 
LS] ~~) it 

a \* . 


Across the Universe 


Coins also replenish 
any lost health. One 
coin replaces one 

> ef wedge in Mario's 

~~ | Health meter, located 
= in the screen’s upper- 

7 : 7 ————_ right corner. Coins will 
fully heal Mario, but he cannot bank coins collected while at top 
health for later use. If Mario picks up 50 coins in a stage during 
one visit, he earns a 1-Up, so keep those eyes open. 









‘Low on health and in dire need of a coin? Instead 
of stunning and kicking an enemy off a planetoid, 
jump on its head. This releases a coin instead of 
Star Bits. 






























wee) Twinkling Star Bits 
1 are scattered across 
| the universe. Mario 
| should always scoop 
up Star Bits whenever * — 
possible, as he can 
use them for a variety 
of purposes, such as — 
stunning an enemy or feeding 
2 hungry Luma. Mario can 
» pick up Star Bits simply 

by touching them, but 
using the Wii Remote 
~ is much easier. No 
matter how far Mari 

is from a Star Bit, 
pointing the Wii 
Remote at a glistening 
Star Bit picks it up. 
Sweep the screen with the Wii 
Remote when the cosmos is alive 
~~, with shimmering bits to pick up 


ij 4 dozens of Star Bits. 
wail ee. i 
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Star Bits appear everywhere in the skies. In addition fo the Star Bits on the 
ground or up intrees, look for Star Bits in the heavens as Mario zooms from one 


planetoid to another. Some Star Bits are tucked away in secret rooms. The coldness Siar Star 


of space has even frozen some Star Bits in ice; Mario can free these by spinning to Silver Stare afe lost little stars destined 
shatter the ice. Keep your eyes peeled for Star Bits, because Mario can use them Foimect akd-ereate.a PowarsStar. Like 
for defense and for his health. ’ | mK 


Star Chips, these little starlings come 
Collecting Star Bits grants Mario extra lives. Every 50 Star Bits he banks results in fives. If Mario can hunt down all 

na I- Up. However, that’s 50 Star Bits in his current collection, not just 50 total five of the separated Silver Stars, their 
tar Bits. | Shooting Star Bits at enemies depletes Mario's supply. So if Mario has destinies are fulfilled: They become the 
5 Star Bits and fires 5 of them at a Goomba, he must collect 10 more to earn the Power Star that Mario seeks to complete 

-Up, not just 5 more. 4 the stage and keep unlocking the way to 

new galaxies. 


)) Star Chips are pieces of stars lost in 

| the cosmos. They always come in fives. 

_ |f Mario can find all five Star Chips 

in a stage, he assembles either a new © 
Launch Star or a new Pull Star. It does 
not matter in what order Mario collects 
the Star Chips—the result ighalways the 


same. After Mario picks up the first Star When Mario finds the first Silver 








Grae Chip 








hip in a collection, the unfinished star's outline appears at the screen's top. Each Star, it immediately starts following 
Star Chip fills in one-fifth of the outline. When all five Star Chips are recovered, him around the stage, It drifts-behind 
he new star appears. Fortunately, Mario is always shown the exact location of the if Mario is vaulted somewhere across 
ruits of his star-finding handwork. ' the.stage or bounced really high, but T 


it always catches up. Every Silver Star 
after that joins the shimmering posse, 

tracing Mario's every move until he finds 
the fifth Silvér Star. As soon as all five 
are assembled, the Silver Stars join to 
become the Power Star. Mario is then 
given a glimpse of where the Power Star 
appears. 


Blue Star Chips turn into a 
Pall Star and yellow Star 
Chips tarn into a Launch Star. 

















Star ar-Chibe a are rarely strewn all over a galaxy. it 
RS Star Chip, chances are good that the 
| remaining four are on the same planetoid. Just 

| Wid sali et hl fi nd them! 
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Rainbow Star 
Rainbow Stars are special power-ups that 
turn Mario temporarily invincible. While 
invincible, Mario can run through any 
enemy, blasting off the planetoid without 
worrying about losing any health. The 
Rainbow Star also gives Mario a serious 
speed boost, leaving a rainbow trail in 
his wake as he runs around the planets. 
Like all good things, invincibility | 
soon ends. Listen to the music while 
tackling enemies and speeding across 
the landscape. When the music reaches 
almost terminal velocity, invincibility is 
about to run out. Find someplace safe! 





| ? Bo, SATS 
Coins and Star Bits a often hidden 
inside ? Blocks, the large yellow boxes 
that have served Mario well over his a 
many adventures. To open the block an 
claim whatever prize is inside, stand 
under the 2 Block and jump. Mario bops —_ fungi. 


the block. If a bunch of Star Bits fall = 
es ee & oe Pr 
out, use the Wii Remote to scoop them 


pe 


up before they disappear. Unlike Star 


Bits, you cannot pick up coins with the 
Wii Remote—Mario must physically 


touch them. 


* 


~ 


‘S , ~ on Ys > 
Across the Universe 


ne ee eee - —_— —- ——__—--. ,.- _—______ _ —___~. 













=~} Mario sustains himself 
| ona steady diet of 

_ mushrooms. While 

_ |} taking a trip around if 
4 the starry skies, Mario 

oe relies on this standby 

Lite Mushroom for extra health. Picking 
up a Life Mushroom fills his Health meter, and it ups the number 
of hits he can take from three to six. The second set of three 
wedges appears on top of the regular Health meter. 


Mario can hold on to this extra health for the 
remainder of the stage as long as it never 
dips below four. If Mario takes three or 
more hits, the second set of wedges 
vanishes. So, keep 
seeking those coins— 
Mario needs all the 
health he can get while 
scouring the heavens for 
the Power Stars. 































| Mario stumbles. Fortu- 
nately, he can pick up 


















= ~~ and-white mushrooms 
1-Up Mushroom while adventuring across _ 
the galaxies. Each 1-Up Mushroom grants Mario an extra life, som 
check behind every rock and on every high ledge for these valuable ' 






es 2 1-Up Mushrooms regenerate every time Mario 
) Sy starts a stage, either from the very beginning or 
| at a checkpoint if he fell into a black hole. 
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pon waking from the blast, Mario meets the Luma that Peach - 
as holding on to before Bowser's’attack. The Luma needs 4 
o teach Mario a few tricks about planet-hopping and star- * 
atching, so it engages Mario in a little game of hide-and-seek 
before launching into a full-blown j journey across a Planetarias 

ystem. 





wif 








\) The Luma magically transforms into a 

| cute star bunny and is joined by two 

| friends who do likewise. They want to 

' show Mario all about the galaxies but 
aren't above being a little playful about 
it. Before they share their secrets with 
Ss Mario, he must catch all three of them 
on the small planetaid: As soon as Mario grabs all three, the bunnies turn back into 


uma and point the way to the heavens. 
oe * a ee 


















The bunnies hide in three different 
places on the little planet. Mario must 
first discover the hiding place and then 
chase the bunny as it flees. After he 
catches all three, they return to the 
flower path on the small mound. 

















-—------- are. . 


Tires are lots ats coins fe ang Siac 








ae Bitston the planetoid, so in addition As soon as Mario 
to seeking bunnies, Mario should start finds all three bunnies, 
his collection. There are Star Bits on a small castle appears 


the rooftops of the small cottages. The on the planetoid. When 
large hole near the flower-topped mound = Mario approaches, he 
leads to a tunnel that travels through the — spots a young woman 


planetoid’s center. If Mario jumps into dressed in cosmic blue, \ Sse —— 

the tunnel’s center, he shoots all the way —a color that exists only when the sun i creeps aut from behind the : 

through to the Other side, picking up clouds. Her name is Rosalina, and she pledges to help Mario WW 

coins along the way. find Princess Peach. It seems that not only has Bowser stolen Wi | 


the princess, but he might be the culprit behind the thievery of | | | 
special stars that help power Rosalina's Comet Observatory. 1 E 
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Seuvertonteteare an heme aren wah tae rn eas 


To bly Mario ‘sack dow the Power Stars a Prinses Paach, 
he's gifted with the power of a Luma—the can use a special spin 
that stuns enemies and lets him break free of gravity when used 
next to Launch Stars. Launch Stars are the cosmic portals between ™@ BY 
planetoids. , 














“y 


git“) 


JX 
J tO 
* : v4 Saf 4 \‘ 
ssies i ¢ BAVA : 
> —- 27 tone 


, RIAN EE icial¥Game i) 
dks." “Sear * T > i ty 






















primagames.com 











rey can use @ his nautaand skill immediatel y. A Lauath Star j is “enegsed ir in'ice 
nd Rosalina. Just stand next to the ice and spin to shatter the crystals 
he special star. Mario can then stand next to the star and spin again to 


right behi 


and free 


triangles, 


be sure te 


! 























glistening on the planetoid’s surface. While searching out the Stat Chips, 


snag the 1-Up Byshiaoln on the rock. 


fi Rempueker ta (an a ta little s i alah of of the Wi Wii R Riders 
1 jf / is fall ETT LUE to blast aff. 





Star appears on the star pedestal. Mario can now launch to the-next planetoid. 
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Just like the Launch Star before it, there is a Star AT encased in ice. A quick 
spin breaks the ice and frees the Star Chip. After you collect all five, the Launch 






‘This metal planet is plagued with 
Goombas. Instead of dealing with the 
Goombas individually, check out the 
tall spire on the planetoid’s southern | 


= 


hemisphere. Spin next to the spire. 
Smacking the spire sends out a shock 
wave that stuns all the Goombas. 





One of the Goombas holds a key that 
frees a yellow Luma opposite of the 
spire (you must talk to the trapped Luma 
for the key to appear). Picking up the 
key frees the Luma, which turns into a 
Launch Star. This Sling Star launches 
Mario to a larger metal planet, very 
similar to the last, complete with spires 
that upset the tiny, crawling Goombas. 


sf 
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There is another key on 
but it unlocks a warp pipe. It's held 
by the giant Goomba on the sphere’s 
northern half. Mario must smack the 
| smaller spires to the south to stun the 
small Goombas. While traveling north, 
check out the rotating green ring that 
, circles the equator. There are several 
-»& coing above the ring, but watch out for 
the sparking ends of the green.platforms. — 
If Mario gets crackled, he loses one 
wedge of health, = * 








| turn off a series of 
' floor switches. The 


| : ‘yellow, but Mario must 
————————— step on them to turn 
them blue. If he steps on a switch after turning it blue, it turns 
yellow again. 






a There are four switches along the chamber's equator, but a ring 
That's a big Goomba: The titan is far of electrified platforms runs over them. Mario must wait for the 








too tall for Mario to jump on, so spin breaks in the platforms to step on the switches. Don't worry 
into it to stun it. The sound waves rat about gravity in here—no matter where he stands, gravity 
the giant Goomba. While it's dazed, kic pushes outward from the center, keeping Mario's feet firmly 
it off the planetoid and claim the key on the ground. 
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IETS me LL 

space, hopping 

across planets, and messing _ 
around with gravity—pretty cool 


= Lae el ed LL 
After hitting the Sour equatorial switches, M Mario must aitind to ihgaaiirat ceavian \Venvsla(-aeun sathio’? 


surrounding the imprisoned star. Goombas toddle around the switches, but.a spin a yet.” When I first played the 











and kick combo makes short work of them—and Ate, Bits. After turning | pas dilasab aeons ; 
all the switches blue, the machine shuts downs The switches turn green and cannot face during this little prologue. 

| e notte by stepping on tsels again. eT ML Le 

“4 eaus * : like when bouncing across 
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ee planets made of toys, swimming 
. SS with penguins on watery ring 

es + worlds, and discovering some of 





the coolest secrets tucked deep in 
Ee = Gra and Star: Grand the cosmos. Seriously, you're in 
; _ Stars unleash even more for an awesome ride. " 






\ energ¢ Yy than Power Stars. Grab 
: | hold of the Power Star and get 
read “dy for a ride. 
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luring Rosalina’s great travels, the Comet Observatory is a star-bound village 


that houses not only Rosalina, but undreds of Luma she adopts and cares for. From this great ship, Rosalina 
can peer out at all the wonderful galaxies spinning in the known universe. 


Built from materials collected d 


Or, at least she used to. The Comet Observatory has been cast into darkness. The Power Stars and Grand | 
Stars that used to fuel the ship have been stolen by the malevolent Bowser and put to use in his own machines. || 
To what end, Rosalina does not know, but if she is to restore the Comet Observatory and bring peace back to ) 


the cosmos, she needs the help of a hero who is not afraid to rocket across the galaxies. 


| © Star WET 

| © Terrace 

3 waren 
| © Garage 

5 Be 
© Library 

| @ Kitchen 
8 Bre 


| © Engine Room 
| OME (i | 
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When Mario first visits the Comet Observatory, the majority of the 
ship is dark. The reactor behind Rosalina is dim, and only a small 
landing is lit up. From this landing, Rosalina explains to Mario 
where he is and how their missions—rescuing Princes Peach and 
returning order to the galaxy—are intertwined. Mario will use 
the Comet Observatory as a hub or staging ground for his travels 
throughout the universe, returning here every time he retrieves 
}) a Power Star or a Grand Star. Each star will be used to augment 
| the Observatory, either unlocking new portals or powering up the 
entral reactor. The more energy flowing through the reactor, the 
more places Mario can visit in the universe. 
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flight, even if for a few glorious seconds. 
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However, until Mario starts collecting ( aan 7 1 
stars, the Comet Observatory remains em .) 
largely empty. The Garage, which is’ just rol | wivay } 
across from the Terrace, is inactive. The — | Bee // 


j paths to the other Domes are closed. 
©} Mario cannot even reach the upper 
| | == reaches of the Comet Observatory, as the = 
lack of pawer mutes. the once- ight sites! people to loftier views: Inside each Dome, a black Luma serves 
nail | a guide to the galaxies. If Mario talks 
_to the Luma, it reveals a current Tie 
‘of visited galaxies and how many stars 
As more power flows through have been found in that galaxy. Different 
the Lomet Observatory, special galaxies have different star counts. 
warps open up new sections of - While some galaxies have-only one Power 
the ship. - Star, others have up to seven stars or 
even a Grand Star. When Mario has 
recovered all of the stars in a particular 
galaxy, a tiny crown appears next to the 
galaxy name or on the galaxy map. 





Uys; 


Even though the Comet Observatory 
is the main hub and lacks any enemies, 
the starship is hardly boring. As Mario 
finds those much-needed stars, a variety 
of activities become available. There are 
hidden galaxies accessible only from the 
Comet Observatory, opened by collecting 
enough Star Bits to feed hungry Luma. Rosalina reads a poignant story to the Luma 
in the library. A special room unlocks the ability for Mario to ditch gravity and take 





* | There is a blue Pull Star at the apex 
i of each Dome. When Mario grabs 
the Pull Star, he can view all galaxies 
available from. that Dome. However, on 
the first visit to a Dome, the full map 
of galaxies is obscured. 


After collecting enough stars, 
Rosalina displays a giant board 
detailing the number of stars 
found as well as what areas 
are currently open for Mario to 


explore: 





The Comet Observatory’s main features are the Domes. there are six Domes on the 
Observatory, but only the Terrace Dome is open when Mario first enters the ship. 
Every time he boots the main boss (either Bowser or Bowser Jr.) off the galaxies rng i ep rin i Ne eRe 
linked to a specific Dome, he earns a Grand Star. This Grand Star powers the Comet ip aa soil ai are ern 
Observatory’s main reactor, unlocking a new Dome. The order in which the Domes a ae etl 

are unlocked is Terrace, Fountain, Kitchen, Bedroom, Engine Room, and Garden. ‘ 
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Each galaxy has a number on it. Thats 
the reguired number of stars needed 


~~ 


























Good Eag Galaxy 
RAR 





Now Matto 0 can see the aalany and. how 
many stars he has found. This galaxy, the 
Good Eqg Galaxy, has six stars—but only 
three are available with regular visits. The 
other three are hidden. One of the Power 

— Stars is accessible by finding a secret 
route. The other two are linked to the 
appearance of special comets. In the Good 

»  EggGalaxy, one of those comets is the 
Cosmic Comet, which pits Mario in a race 
against a shadowy version of-himself. 





‘ie Able cursing ansaake Paves Stars. 

® ~ Mario can unlock all the galaxies in a 
Dome. To check out the galaxy map from 
different angles, move the cursor away 
froma planet and hold @. Now, move 
the Wii Remote to spin,,twist, and skew 
the viewing angle. Each Galaxy icon 

, “provides a glimpse'of what's in store, but 
Mario must travel to it to see just how 


crazy these planets really are. * 








| Block sharing orbit with the other 

| galaxies. Most Prize Blocks link to 

_ special galaxies with only one star; 
| | one Prize Block links to two stars. 
| However, there is no number on the | 
Prize Block, so you won't know when 
} 





it's open until a message prompts 
you while you're exploring the other 
galaxies in that particular Dome. 


aioe 









~ show to earn the galaxy's 





Tr those Star Bits Mario 
brings back to the Comet 
Observatory after grabbing a 
star go into a general bank 
(any Star Bits collected during 
a mission are abandoned if | - : 
you leave the stage early). So, what do you do with fain at the 
Comet Observatory? Feed a hungry Luma! Outside of each Dome 
is a Luma that could use a snack. After you earn enough stars 
inside the Dome, a message tells you when the hungry Luma 
appears. 














As you open more Domes, 


; awme the ayaa get hungrier. By the 


<= outside the Engine Room, these 

ys @ meals prove costly. But charity 
| never goes unrewarded—a 

satiated Luma opens the way to a brand-new galaxy, where you 


can pick up another Power Star. 






















The first available 
Dome, the Terrace, is 
on the Comet Observa- 
tory’s main level, to 
Rosalina’s left. The 
Terrace leads to a 
series of fun galaxies = Se =A 
that help Mario ease further i into othe fine art of planet- happing: . 
and exploration. The Terrace also leads to the Honeyhive Galaxy, 
which is the first time Mario tries on his all-new Bee Suit. Bee 
Mario is gifted with the power of flight, allowing him to buzz 
across gaps and chasms. 
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The Loopdeloop Galaxy 
is also linked from the 
Terrace, which allows 
Mario to try out the fun of 
ray-surfing. Penguins love to 
watch ray-surfing, so hopefully 
Mario can put on a good enough 


Power Star. 
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> Dome, Mario just needs-to step in the 








Stars 
Required 





CEL ED 
Good Egg Galaxy 7 { ee 


: 3 

Bowser I ¢ Robot Reactor . re a 
Loopdeloop Galaxy ? 
? 


Flipswitch Galaxy a? 


| Uf Mario feeds the hungry Terrace Dome Luma 
| 400 Star Bits, it unlocks the Sweet Sweet Galaxy. 


| The candy- and treat-themed galaxy is loaded with 


\|| sugary goodness, but watch out that Mario's sweet ) 


| tooth doesn't distract him from the Power Star on 
the cake at the galaxy's edge. 








After rescuing the Grand Star from 
Bowser Jr.'s Robot Reactor in the 
Terrace galaxies, the warp to the 
Fountain Dome opens. To access the 








light next to the small blue Luma. 
Inside, the hero can blast off for . 

galaxies like Battlerock, a floating fortress buffeted with cannons and Bullet Bills, 
or the shrinking platforms that cover the Hurry-Scurry Galaxy. After earwing enough 
stars, Mario opens the way to wrest another Grand Star from his nemesis’ clutches 

T Bowsers Star Reactor. 





Mars 3 





ELED Required 
Space Junk Galaxy 9° 
Battlerock Galaxy Vi 
Bowser's Star Reactor 15 Bras, 
Rolling Green Galaxy ? 
Hurry-Scurry Galaxy ? 











| Luma outside the Fountain Dome so 








||) Feed 400 Star Bits to the baie) 












Mario can rocket to the Sling Pod 
Galaxy. This galaxy is full of sticky 
| pods that slingshot Mario across the 
night sky. Don't overshoot the Power 
Star at the galaxy's edge or Mario 
will float away. 








The third Dome, located on the tower of 
plates and silverware, is the Kitchen. 
(Don't forget to peek under the stairs 
for a free 1-Up Mushroom, Mario!) 
Once inside the Kitchen, Mario can 
treat himself to a taste of the Ghostly 
Galaxy, a haunted realm where he earns 
the Boo Suitand he meets his brother 
Luigi. After freeing Luigi, swimming 

ith the penguins at Beach Bowl Galaxy, 4 
and exploring the secrets of Buoy Base 
Galaxy, it's time to take down those 
cosmic pirate ships in Bowser Jr.'s 


Airship Armada. 











| Comet 






7 | Observatory! 
The Dusty Dune Galaxy is the polar opposite, trading lush hi ws , 
OS A\\ 
Stars Power Stars; Mario can take the fight to Bowser again at 
Galaky | ayo" Dark Matter Reactor. This seks level features some 
= tough jumps, so get ready to shake that Wii Remote to get an 
a ~ extra bit of height out of each hop. ; 
Ghostly Galaxy = 20 


Bowser Jr.'s Airship Armada 23 

























Bubble Breeze Galaxy 2 | 
—————. Stars 
Buoy Base Galaxy ? Galaxy Required | as ill 
Gusty Garden Galaxy 24 ogee | 
Freezeflame Galaxy 26 | | 
Dusty Dune Galaxy 29 | 
Bowser's Dark Matter Reactor 33 | 
Honeyclimb Galaxy ? 
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| The Bigmouth Galaxy contains 
a lone Power Star, but if 
Mario wants all 120 stars, he 
must feed 800 Star Bits to 
the hungry Luma outside the 
Bedroom. The Bigmouth Galaxy “———<<" at su 
is a lone planet, shaped like a maith fish. Can Mario ET the 
catch of the emer 


For a mere 600 Star Bits, the 
hungry Luma outside the Kitchen will 
grant Mario access to the Drip Drop 
Galaxy, home to a pack of penguins 
with serious giant eel problems. If 
Mario can clear out the infestation, 
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the penguins will reward him with 
a Power Star. Surely that's worth a 
measly 600 Star Bits? 








~y) As soon as Mario 

| grabs the Grand Star 

| from Bowser’s Dark 

| Matter Reactor, he 

=. _ opens the way to the 
| Engine Room, lagated 





a ater aa middle tier. The yan Room leads to a handful of fougs 
The fourth Dome, the iBeden m, bade, =e galaxies, so get ready for some serious challenges, such as the 
Mario deeper in to tt e ihe The | Toy Time Galaxy's giant robot planet. The Sea Slide Galaxy is a 
galaxies axies beyond the Bu include the watery ring hanging in the cosmos, populated by friendly penguins 
i ba Garden, a windblown collection and a toothy shark named Guppy. The sea life in the Bonefin 











of grassy planetoids. Here, Mario must Galaxy, however, is not so friendly. Wait until Mario casts 
agitate a giant worm inside an even his eyes on the leviathan guarding the lone Power Star of that 
larger apple to create a bridge to other galaxy... 
’ planetoids. 
rf ; 
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SETS ’ 
Required 






































He . 
| a WE ale , 
Toy tie Tks | 
k * Bowser Jr.'s Lava Pecciar 45 ¥ | - | FL SSS 
ing ae. | * ||) The hungry Luma outside the Garden 
9 | gry 
Benet ecalany —--— rn ~*|| wants to chow down on 1,600 Star 
| . * a ||| Bits. It's an expensive snack for 
sk | Mario, but the Luma transforms into ) 
the Snow Cap Galaxy, a two-planet ‘ 
ee a ——eEE || system where Mario is tasked with : 
Want to visit it the ‘Sand nd Spiral Galaxy? Then Mario chasing three more star bunnies. 
must cough up 1,000 Star Bits to the gluttonous 
Luma outside the Engine Room, just beyond the 
rotating yellow platform. The Sand Spiral is a 
small galaxy that gives Mario the choice of the 
3 Bee Suit or the Boo Suit to help complete the 


challenge. 








ad Coast Domes) 6 
——— at the very top of the Comet 
.. 
“Observatory. The Garden's interior is 
ba ce th sae: Yomes—it looks like 
I’ iS massi hlegram 












The Gate is not a ‘traditional Dome LG » 
the as the Engine Room, but it — 
does lead to some space-faring thrills. 
When Mario unlocks the Garden, he also 
opens this small side chamber. From 
inside the chamber, Mario meets a rare. 
a) y is full of enemies. The red Luma that promises to: let him use 
ng re. 0 Mat Splat ter Galaxy is’an the special Flying Suit. This suit lets ‘ 
ense adventu alaxy that is constantly forming an issolving—at Mario take off and,soar through the 
the same ett Ga on 0 bec not lead to an ” ned with Bowser be ause on skies*around the Comet Observatory. 
the ti Hoe! Ma rio ee peKS the Garden the C 1 Stars ) 
" travel, t to Princess Peach’s rescue. 
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) — Required 
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100 purple coins vedas iaaeasilcs ted | 
~ Luma. [fsMario does this, the red Luma 
ook grants Mario the Flying Suite 
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Rosalina’s Comet Observatory is more than just a collection 





Princess Peach and recover the stolen Power Stars. Between 


i] 


e € 


“ZY There are three 
hidden 1- -Up 
Mushrooms in the 
Comet Observatory that | 
Mario must use the Flying | 
Suit to find. The first a seam 
1-Up Mushroom is atop the spire skies the Loft. Fly 








straight up from the Comet Observatory's lower tier and 
set Mario's sights on the spire. 





The second hidden 
1-Up Mushroom is 
| just below the Comet 


Te UL EL 


. | Observatory's lowest 








reactor in the Comet Observatory’s center and zip 

through the narrow opening to pick up the mushroom. 
_ The third hidden 1-Up Mushroom is tucked under the 

center of the island that the gate is located on. 


| 
| | Bedroom and Library. | || 
Ee There's a green- iecanned mashroom! Fly around the |] 
| 
| | 
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There is also a hungry Luma 
outside the Gate. If Mario 
feeds the Luma 1,200 Star 
Bits, it zips into the skies to 
become the gateway to Boo's 
Boneyard Galaxy. The Spooky 
Speedster from the Ghostly Galaxy shallenges Mario to a raonatoh 
here, so don that Boo Suit and get ready to race. 
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of Domes—there are many curious things on her starship 
that will entertain and help Mario in his mission to save both 


trips across the cosmos, Mario should explore every inch of 
the Observatory. He may even spot a few familiar faces while 
searching high and low. 














Theres a Toad near Rosalina 
that delivers mail. Sometimes, 
Princess Peach sends Mario five - 
[-Up Mushrooms to help him in 
his journeys around thi fverse. | 
Talk to the Toad every ti letter | 
flashes over its head. 


—— 










" 
Step on the circafar pads near 
the Bedroom and Rosalinas 
main platform to get an 
asteroid s-eye view of the entire 


Come Observatory. F 





; ri IM Mario falls : 
’ off a platform 

| in deep space, 
| he tumbles into a black 
| hole. However, should oo | 
Me es a | , 
| Comet Observatory, a magical bubble whisks hie TT | 
| Ae to en 





: When Mario first arrives on n tHe Comet 
‘Observatory, the Garage.is completely 
desolate. All that sits on the landing pad 
is a lone crate. However, after collecting 
al} several Power Stars, Mario receives a 

_)} note to visit the Garage. 


3 





The Garage | is populated with Toads! 
The Luma are helping the Toads build a 


mushroon -shaped spacecraft so they can 


assist Mario i in finding the Power Stars. 

Now, when Mario visits certain galaxies, 

he can use the Toads’ ship as a platform 

to link planets. The Toads even find aan 

Power Stars themselves and hold them for Mario wail ke eichas their location in 
€ the UELED 


z +4 ie +4 
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bas time Msngeciens to the Comet 
Observatory, visit the Garag 


ycrer the crate to claim a helptu | 


Mashroom. 























|| Surely Luigi isn't going to let his 

| brother do all the hard work—or 
| collect all the credit. After Mario 

| rescues Luigi from the haunted 

}| mansion in the Ghostly Galaxy, Luigi 

| appears at the Garage back on the 

| Comet Observatory. He pledges to 

| help Mario find the Power Stars 

and proves to be a plumber of his 

| word. The only catch is that Luigi 

} sometimes gets into trouble and 

|| needs Mario to help him out. 












| When Luigi finds a Power Star but 
cannot bring it back to the Comet 

| Observatory, he sends a postcard to 
|| Mario. The Toad that delivers the 

| mail near Rosalina signals to Mario 
| that he has a postcard from Luigi. 

| The postcard shows a picture of 

| where Luigi is trapped. Mario must 
‘| then go to that galaxy and find his 

| brother. When Mario finds Luigi, he 
|| hands over the Power Star and they 
| return to the observatory together. 
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Mario periodically gets a message 
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a 
has plenty of time to catch up on her 
reading, as well as entertain the Luma 
with fun storybooks. Mario can visit the a2 


Comet Observatory’s Library, too, located — There is a faint outline of a large green Sling Star on the lawn 
to the Bedroom Dome’s left.and directly below the Terrace Dome. What is this? Mario hasn't seen any 
across from the Kitchen. green Sling Stars elsewhere in the universe—and come to think 

} of it, are there any green Luma? The answers are out there among 
the planets if Mario looks in special, hidden places. There, he 
will find three special green Launch Stars. 


When Mario brings these Launch Stars back to the Comet 
Observatory, they turn into green Luma. As soon as Mario collects 
all three, the green Luma unlock the green Sling Star. This leads 
to the Trial Galaxies, a trio of challenging galaxies that test 
Mario's dexterity. There is a normal Launch Star at the end of | 
each Trial Galaxy, so seek out those three hidden green Launch % |})) 
Stars to unlock these secret galaxies. j 





























Hey, since Luigi is so fond of green (check out hd 
his threads), maybe he can help Mario find one of 
those elusive, supersecret green Launch Stars! 
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~ 
that a new chapter to the storybook has 


been opened. The next time he visits SS ) ee: 
the Library, he will Ef crowd of The locations of the green Launch Stars are 
young Luma reall gathering around detailed in the section for the galaxy that 


houses them, such as the Buoy Base Galaxy. 

After unlocking the Trial Galaxies, check the “Hidden 
Galaxies” chapter for expert tips on completing the three 
challenges. 


— 


Rosalina as she pulls what's obviously 
favorite: book from the shelves. Rosalin: 
opens the book and os reading one 
chapter at a time to the entranced Luma, 
7 Success wl — 
tually, the story should be enjoyed — 
through the eyes of the Luma, allowing 
you to see the colorful pictures that 
accompany the sweet, poignant words. 
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The Good Eee Galaxy is a system of small planetoids, linked 
together by several Lauach Stars. Trave alers of this galax 
must survive harrowing encounters with the stomping 
Piranha and-the lava-dwelling King Kaliente. The rout 

these monsters stretch across thesnight sky, so buckle up and 
get ready to blast off for Mario's first major tour of a galaxy. 


The first mission in the Good rat Galary 
sends Mario on a collision course with the 
Dino Piranha, a vicious veggie that loves 
to stomp and plane around. Before Mario 
reaches the Dino Piranha, though, he must 
do a little planet- -hopping and collective 


Star Chips to fashion a Launch Star on a ra 
high tly hostile planetoid. 

















Mario lands on a round planet covered 
with grassy lawn and flowerbeds—there's 
even a small cottage. It looks inviting, 
but the welcome party is a little warmer: 
Electrogoombas. The shockers inch toward 
Mario and try to smack him with their 
heads. Avoid the nuisances and walk 
through the flowerbeds to reveal a handful 
‘of Star Bits. Scoop up the Star Bits and 
then focus on the Electrogoombas again. 
Stun each of them with a Star Bit and 
then either kick or spin-attack them off 
the planet. 





This planet is not all that it seems. 
Walk to the planets edge and take one 
‘Qiant step right off into space. 





Hey, Marin catiiherel the planets 
CLG) keeps him grounded, but the 
tip side.is not nearly as pleasant. 
Where did all the sunshine go? 












) Mario can ae use 2 the 
green warp pipe to pop 
out on the bottom of the 























"Remember the my vile about walling 

‘underneath” planets. If the planet's edges are \ 4 

ia) nail you can step to another side of the planet. If || \ 
it ine pedget is a or harp yew cl a Li ag tose a Lig 





The barren trees in 
the planet's dark half 
are twinkling with Star 
Bits. Pick them up 
with the Wii Remote as 
you explore. See that 
rustling in the grass? : 
Step into the shrubbery to discover a coin. (If a an Electrogoomba 
hits you, a coin will replenish any lost health.) Jump under the 7 
Block to earn additional Star Bits. 





Jump onto the stairs guarded by another Electrogoomba. Jump on | 
the enemy to pick up another coin and then step out on the balcony : Hi 
that extends into space. The balcony twists on its side, but gravity | 
keeps Mario's feet firmly on the floor. There are Star Bits encased 
in ice out here. Spin-attack to break the ice and gather up the 
goodies. 
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‘\ On the opposite side of the planet from the 
balcony, Mario can drop into an orange warp =| 
pipe. This leads into a secret room. Inside the || 

_ | room, head for one of the ramps with a yellow || 
~ | arrow against the wall. Walk up the ramp. 
9 | Gravity pulls you to the floor—except now | 
| the wall is the floor. Use the ramps to reach a || 
giant coin on the blue wall (it's surrounded by four coin pegs. Shoot each peg with a 
Star Bit to reveal the coin). 





Grab the giant coin. A trail of musical 

| notes starts weaving around the room, leading 
| Mario up the ramps until he's on the ceiling. 
Tf you collect all the notes before time runs 

| out, a 1-Up Mushroom appears on the blue 
wall. Hurry back across the ramps to get 

||| it—it won't last long! After bagging the 
Mushroom, use either orange pipe to return to the planet's surface. The ceiling pipe 
| deposits Mario on the cottage's roof. 











“Mario lands on a tiny, bean-shaped 
planetoid without a Travel Star. And 
there's immediate danger froma 
snapping Piranha Plant: Maybe there's, 
a link? Bop the Piranha Plant with a 
Star Bit. While it’s dazed, kick it into 





\ Run up the curved path that leads to the cosmos. After the vicious Veggie 
tt the tall tower. (Curved surfaces mean vanishes, a Sproutle pops out of the 
‘| you can defy gravity.) There is a Luma > gurface and extends into space. 
_ at the tower's top. Talking to the Luma x 


turns it into a small Launch Star. Step 

TRORLORSE DCLG LE CRLCM UAT 

Remote to launch Mario back into space. : —— 

FAL Star Bits? There 

" * ; “a” is a giant coin on the | 

“bottom” of the planetoid | 
| that releases some extra Star | 
| Bits. Scoop them up with the 

* | Wii Remote. Always od for 





Mario lands on a small peanut-shaped planetoid. Several boulders rumble around 
the surface. If one of them hits Mario, just pick up a nearby coin to restore lost 
health. Better yet, spin into the red surface of the boulders to destroy them—they 
release a lot of star bits. A quick tour of the planetoid reveals that there's no way 
off this place. However, five small triangles glisten on the surface. Collect all five 
o assemble a Launch Star on the planetoid’s tip. Watch out for the boulders while 
jathering the pieces—stepping in the boulders’ ruts slows Mario to a’snail’s pace. 
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Watch out for the toothy purple Piranha 
Plant at the planet's top. The chompers on 
this thing will snap away a wedge of health, 
so stay back. There are two ways to defeat 
the plant. One, wait until it lunges forward 
and slam its head into the ground. While it 
is briefly dazed, jump on its head. Two, spin 

next to one of the rubbery bulbs, smacking 
~ it into the Piranha Plant. When it's gone, 

the Sproutle beneath it extends fo the sky, 

offering a bridge to the next planetoid. 








The next planetoid has a black hole in 

_ its center, so watch your step around the 
edges. The Travel Star is on the planet's q 

far side, so weave around the snaking 

paths, avoiding the boulders and the 

prickly plants. There are lots of coins 

on the surface, so if Mario takes any 

damage, he can easily recover. 


There's a 
secret path on 
this planetoid. Right after 
sc Mario lands, look to the 
right—there's a small checkered platform leading to a 
warp pipe. A Piranha Plant guards it, so hit it with a Star 


















> _—_ 2x2? 


This crazy place is a series of blue floor panels. Step 
on a blue panel to turn it yellow. Turning all of the blue 
panels yellow reveals the next route, but Mario can only 
step on each panel once—stepping on it again turns it 
back to blue. The panels lead to a 1-Up Mushroom. When 
Mario completes the panel puzzle, he’s blasted off to 
Planet E. 
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When Mario lands on the planet's “7 
sandy bottom, he notices a pair 
of footsteps tromping about. = J 
There's something here—but it's |} 
invisible. To flush the creature 
into, the open, Mario must track 
its slap and then spin. If he 

tags the creature with his spin, ° 
it appease 





> i 
Hey, check out that blue. 
creature! Jump on it or spin- 
attack it to earn a bunch of 
tar Bits. 


Sie: 
Ry tae 


Walk to the planet's topside. The makeshift stone stairs up here are crawling with 
Electrogoombas. Mario can stun the little guys with Star Bits and then kick them 
off the planet to earn extra Star Bits. If Mario‘is low on health, stomp on them to 


release coins. There is a Launch Star encased in ice at the top of the stones. If Mario 


af 
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can jump up and smash the ice, he can escape the planetoid via that Launch Star. 



































ake What is this, a giant walking egg? 














When Marioyblasts off hes | 
surrounded by Star Bits. Socefithe 


—.. cursor over them to pick them up. 


oe 
is 4 ~ 





be deceiving. After smashing the Star 
Bits out of the ice, walk fo the planet's 
other side. for a surprise. aa 


With a tail? The eqg's footprints are as 
big as Mario, so something substantial 
{ngmderths? Yhell:Tolerack the’shell 7% 
Me is a peek, run up to the large 

ball on the tail’s end. Hit it with a spin. 
The ball shoots out into space, but the 
elastic tail snaps it back, shattering the 
egg on impact. 
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The Dino Piranha did not wake up on the right side of 
the nest. The beastly brute is all teeth and tail, dwarfing 
the plumber with its enormous size. Mario must somehow 
defeat the Dino Piranha in order to earn the first Power 
Star in the Good Egg Galaxy. Perhaps hitting the tail can 
crack more than just a shell? 





As soon as the 
battle begins, the — 
Dino Piranha makes 
a beeline for Mario. 
The Dino Piranha is 
quick, so dodge the 
monster as soon as 
it roars into action. 
Slip alongside the 
Dino Piranha and 
head for the ball at the end of its tail. Spin to hit 
the ball. The ball rockets into space before the tail 
_ whips it back, knocking the Dino Piranha right on its 
noggin. 


ee al 





The Dino Piranha releases several Star Bits 
atter each smack to its head. 
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ff Mario is injured during the fight, spin-attack 

the coin in the ice on the planets bottom. Mario 

can also hit one of the Hower buds with a Star 
Bit to release a coin. 






Keep slipping by the Dino piranha as it clumps 
around the planetoid. Watch for it to suddenly 
change direction, though, trying to catch Mario 
off guard. To ultimately defeat the Dino Piranha, 
hit the ball on the tail two more times, for a 
total of three smacks on the head. 








- ~ i 
. : % My 
eA Seg Aearet Ba cit 





Thats it—the first Power Star! Claim it to return 
to the Comet Observatory and show Rosalina. 
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The snack in question is the one 
demanded by a hungry Luma in-the 
Good Egg Galaxy. Mario must feed the 


ravenous Luma 100 Star Bits to make 


the playful creature transform into a 
brand-new planet. Only from this new 
planetoid can Mario find the second 
Power Star. 








I 








This mission starts off largely like the 
Dino Piranha mission. Mario lands on the 
same first planet, confronted immedi- 


i. ately by a pair of bounding Elect 


goombas. However, with the emphasis on 

collecting Star Bits, Mario must watch 

for every sparkly treat he can find. Start 
by seeking out the ring of stones in the 
cottages lawn. Spin in the middle of the 
stones to release Star Bits. 
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Good E 
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On the planet's bottom, collect Star Bits from the shadow- 
covered trees and the Prize Block. Send Mario up the tall tower 
too. There is no Luma or Launch Star atop the tower this time, 
though. Instead, break the ice crystal to free some Star Bits and ™ 
head back down to the main level. Just as Mario walks off the ie mers 
side of the planetoid, he spies the edge of a nearby Launch Star, = =_S= 
but it's too far away to jump to it. Hmm. | 
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There's a blue Luma at the balcony's end, jus 


rocket to the next planet. " 
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L whaserkt Mario 
a / blasts off from 
a Launch Star, 
| watch the horizon to see 
| the other planets in the 
| galaxy. This is a good way 
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smashing 
gets out of the way before the bulb bounces back in his direction. 


After collecting the Star Bits 
trom the prickly plants, hit the 


ice to unveil the Launch Star. 











waiting for Mario. Talk to the 
Luma. It transforms into a series of Pull Stars. Mario can now pull himself to 
the Launch Star that hovers far off the planet's eetaceaghake the Wii Remote to 







_ to sometimes spot hidden routes. If you see a planet you 
didn't visit during the three regular missions, chances 
are that's the location of the hidden star in mak VELEDN 2 


The Laun ch Star that allows Mario to escape this planet j is stuck in the ice. Sita 
to shatter the ice and free the star. However, before blasting off the planet, check — 
out the rubbery bulbs next to the prickly plants. Stand on the bulb’s opposite side, 
facing a prickly plant. Spin to hit the bulb. It stretches s.4ay from its springy base, 
th plant. Now Mario can pick up a few Star Bits—just make sure he 


&. 









: As Mario blasts toward 

the red planet, he passes 

tees a Launch Star. 

| Ignore it for now; Mario must | 

| reach the red planet, The Launch | 

| Star sends Mario to an egg- | 

\|, shaped planetoid, and he's not 
sali for t that a oa yet. 











Mario touches down on a small red 
planetoid that rumbles as boulders criss- 
cross thet surface. There are several Star— 
Bits on this planetoid, so get the tiny 
Sling Star on one of the stone pedestals. 
SUE CR UC Om OM EDL 
through the Star Bits and grab a spare 
coin. There is a ? Block on the planet's 
opposite side, next to an iced Launch 
Star. After popping the ? Block and 


collecting ORE LCM CORLCRTC 
and use the Launch Star. 
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Keady to feed the 
Luma? Stand in front 
| ALLE point the Wit \ 
|. Remote at it, and hold. 
| to shoot Star Bits 

into its mouth. 


_ The satisfied 4 
| Luma licks its chops 
and transforms, as 

| promised. It screams 
into space and becomes 
_a brand-new planet. 

; “The Luma leaves behind 




















This planet is shaped like a big Yoshi 
Egg! There are Star Bits encased in ice, 
so grab those before visiting the hungry 
Luma on the planet's top. The cute little 
Luma tells Mario it will transform into 
something special if he feeds it 100 
Star Bits. Mario has 100 Star Bits, 
right?. 


ff Mario doesnt have 100 Star Bits, 
use'the planets Lauich Star to getarn 
to the red planetoidtind try t6 pick up 


more Star Bits. 


Mario lands on the new 
planet's grassy bottom, 
next to some rubbery 
bulbs and a little 
wandering Goomba. The © 
Launch Star to escape 
the planet's gravity is 
at the top, so the hero must scale the nearby cliffs. Before takin Pow Ty eya 
off, though, rustle through the tall grass to get a coin. ) Tv “a 


un 









) / Luma to finish this | 
mission. If Mario uses the | 
Launch Stars, he just completes | 
tt hee around the galaxy. 











_ A Goomba is hiding behind these 
| wooden crates. The crates have coins in 
them, so break them open with a spin. 
However, this also frees the trapped 

| Goomba. Mario can stun and kick the 

| Goomba for some Star Bits, or smack the 
“’ Goomba with the bulb to earn a coin. 








The a Stag at ph is anes top 
blasts Maria to the giant capsdles 


shaped planet orbiting in the 
ybackground. 


little farther up, Mario ue eel pM 
prickly plants between him and the Mikes, he ag Use the bulb to pop the 
three plants, then wall-jump up to the next level, grabbing the 1- Up Mushroom on 
the way. iy ce 
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The planet's exterior has been affected by 
the cold of deep space—there are Star Bits 
frozen in the ice. Walk around the:planet’s 
circumference to scout the capsule’s interior. 
There are a lot of Star Bits and Goombas 
inside—as well as a 1-Up Mushroom. After 
kicking around some of the topside Goombas, 
look for what appears to be an empty ice 
crystal. Spin next to it to reveal the entrance 
to the capsule’s interior. Jump inside to start 
exploring the topsy-turvy gravity and discover 
the hidden Launch Star that sends Mario right 
to the Power Star. 





The arrows on the walls inside the 
capsule indicate the direction of gravity. 
When Mario walks in front of a blue wall, 
gravity pulls him down. However, when he 
steps in front of an orange wall, gravity 
lifts him up, pulling his feet to the 
ceiling, which is actually the ground in 
” that particular gravity field. Give it a try 

‘when Mario enters the capsule—walk to 
the right and head for the orange surface. 





























(hoa. Now Mario 
can walk all the way 
around the capsule, 

6n thé ceiling, until he 
reaches the starting 
point. This is a good 
way to feel out the 
gravity changes and 
grab some Star Bits. 


To reach the capsule’s top, Mario must jump under the orange 
wall that is farther up the planet's side. At the height of his 
jump, spin to get an extra boost. This propels Mario high enough 
to be pulled into the opposite gravity field and yank him up (or is 
it down?) to the ceiling. ¥ 
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Now Mario can walk to the right and get the 1-Up Mushroom 
that was visible through the capsule’s clear shell. After picking 
up the extra life (which is stationed in front of a blue wall that 
pulls Mario back down to the “floor”), jump up to the next bit of 
orange so Mario is flipped back to the ceiling. The Launch Star 
is in a clear dome at the capsule’s top, but three Goombas patrol 
it. Make short work of them by jumping on their little heads and 
then approach the Launch Star. Shake the Wii Remote to gain 
energy and then blast off, breaking through the capsule’s shell. 























After Mario collects al five Star 
: | : y ; —_— | _ Chips; five Pull Stars appear at th 
—— 4 i _  —_—_ hee spextromes of the planet. Now Mario 


A. Star Chip 





~ get the PowerStar. Just walk to the 
middle of the bend between the Pull A 
Stars. Point at the Pull Star on the x 


planet's opposite side. Mario is hoisted 





















into the air and pulled right into the 
Power Star. ae oe 
* 
The final planet in this mission is shaped like a star. Hey, that’s actually the a 
Power Star right in the planet's center. But how does Mario get to it, since gravity = Great success! 
ee keeps his feet firmly on the surface? Since all the edges are rounded, Mario can’ <a rT 
walk around the planet. That's good, because he must collect five blue Star Chips, > . 
. and some of them are on the planet's bottom. J 
° , 
° , 
° * 
0 Ment a 
° » Good Egg Galaxy's third Power Star is guarded by King 
. Kaliente, a vi entity that bathes in a lava lake on 
< the outskirts of ¢ 


i 


he planetary system. Kaliente protects 
is lair with a small fleet of Bowser's airships; so before a 
* ‘ es . bate ® . : if 
challenging the tentagle-waving boss, Mario must set sail 
across the stars. — on 


* 





















The quest for King Kaliente’s Power 
Star starts in the same place as Mario's 
previous missions in the Good Egg 
Galaxy. However, this time the Launch 
Star leading off the beginning planet is 
located on the roof of the small cottage 
just behind the pair of meddlesome 
Electrogoombas. 







A triple-jump will put Mario right omk 
the rooftop, but it's better to use the 


orange warp pipe on the planet's bottom. | 


That way, Mario can pick up an extra 
1-Up Mushroom before blasting into the 
heavens to find King Kaliente. The orange 
pipe on-the secret room's ceiling places 
Mario on the cottage’s roof, ready to use 
the Launch Star to vault to Planet A. 


OA no, a Toad is frozen in ice! Quick, 
Mario, break the ice with a spin and 


tree the Toad. 





» to his advantage: Mario 
must shuffle into them — 
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to roll them across the 
ground. Spinning next — 
to them kicks the coconut at 














To get off this small planet, Mario must find the hidden Launch 
Star. Look for the prickly plant in the shade of the tall palm tree. 
The Launch Star is under the prickly plant's dangerous fronds, but 
there are no rubbery bulbs nearby. Instead, roll a coconut next to 
the prickly plant and spin. Knock the coconut into the plant to 
eliminate it, revealing the Launch Star. 


Break open every wooden crate with a spin attack. Theres 
often a coin inside. 


There's a Pokey 
lording over the next 
planetoid. Mario 
cannot touch Pokeys 
because they hurt, 
just like a...prickly 
plant? This calls fora > nesacer annonce ; 
coconut! Roll one of the planetoid’s many coconuts close to the 
Pokey. Stand on the coconut's opposite side, facing the Pokey, 
and give a little spin. The coconut flies into the Pokey, removing 
its segments. 
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Mario can use the 

Rainbow Star's power 

| to pop the Chomps on the 
| asteroid’s surface. Before time 

|| runs out, go topside and smash 

I) PC 

| Star Bits. 
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dust its head t remains, s, upside downtwith its eyes in the sand like 2 ‘scared ostrich. 
Spin to knock the Pokey head off the planet and locate the next Launch Star. Use the - i ee 
Launch Star to rocket to a very small asteroid, currently crowded by two Chomps. yy After using up the Rainbow Star's 


‘powers, check*for a Launch Star on the 









ee | asteroid. This launches Mario to the next 
' planet, a floating disc that sports some ~~ 
Drop into the green warp pipe an impressive firepower. Surely, Bowser has 
on the ting asteroid to check | Paunihnre: 
out a secret chamber that 


plays tricks on Marios eyes. 
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The secret room's interior is spherical with enough gravity to keep Mario's feet on the 
floor no matterawhere he stands. There are several Goombas inside. You can make short 
work of them with stomps, but that giant coin looks intriguing—pickeit up 0 reveal a 
Rainbow io When Mario grabs the Rainbow Star, he temporarily turns invincible. He 
runs faster, plowing into any enemy with absolute impunity. Awesome! Now, take out 
those Goombas while scooping up the resulting Star Bits with the cursor. 
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Mario lands on the SF, Planet D, 


which is bathed in darkness. There are 
several enemies patrolling the disc's 
lower half, including some aggressive 


Chomps that come over the planet's edge. 


Hey, if those Chomps can cross to the 
planet's bottom, then there's enough 


gravity for Mario to walk to the top half. 
However, getting off this disc's bottom 


half isn't a cakewalk. There are multiple 
electrical fields on.the disc’s base. They 
slowly circle the disc, but Mario can 
easily jump over them. 





However, the electrical fields that 
rotate around the disc's equator are 
Oe Ce ee 
Bullet Bill cannons. If Mario lingers 
near the equator, " Bullet Bills spot 
him and lock on to his position. Mario» 
must then run toward a rock, hoping 


to trick the Bullet Bill into hitting it 


instead. 































This dise's top half is littered vith half buried blobs mise of 
them are adorned with coins, but those are traps. There is a giant 
pillar in the disc's center that releases Chomps and expels Bullet 
Bills. The Bullet Bills are high enough that Mario, close to the 
disc's edge, does not arouse suspicion. However, if Mario steps 
on a block to get a coin, he enters the Bullet Bills’ line of sight. 
Now they give chase. 





To get off this disc, 
| Mario must climb 
| the stone steps that 
Mee “| lead to a Launch Star 
_ atop the Bullet Bill 
| cannons. The Launch 

| . —— Star is encased inice 
and patrolled by a trio of Eeeaeanhis—iat things that slow 
Mario down. And this is no place to be slow, because those Bullet 
Bills will hone in on Mario the second they spot him. Stun those 
Electrogoomas with Star Bits, wait for the Bullet Bills to launch,» 
and then make a run for the Launch Star. Pass under the Bullet : 
Bills’ radar and kick the Electrgoombas off the disc. While | 
sweeping the sky for Star Bits, spin to break open the Launch 
Star. Now, let's get off this crazy disc. 
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The next stop is a 
series of airships in 
orbit around King 
Kaliente’s lair. Mario 
flies to the closest 
ship, touching down on 
the deck. As soon as he : m 
lands, the welcome party springs into action= pair of squidlike 
monsters that spit fireballs at Mario from the second airship. 
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Mario cannot reach the second airship without dropping the gangplank between f 
the*two squid. He must somehow stop those monsters, as the coconuts they spit 
between each fireball volley are his ticket to the next ship. When one of the 
monsters spits a coconut across the gap between the shi ips, Mario must hit the * 

rn a with a quick spin. This bounces the coconut back across spate, surprising 
the brute. Just one coconut to the head of.each gatekeeper squid j is enough to lower" 





































+ ‘With the Life Mushroom i in hand, jump 
RUC of the second airship. Several 
Electrogoombas patrol the aft, but a 

few well-aimed Star Bits puts them on # 
their heels long enough for Mario to kick 
them overboard. The Launch Star is on 

I Check tha"#eadeere seeks the aft cabin roof. Spin to shatter the 


| ship's stern for some coins. | ice around it and then launch to the last, 
. SH) planet in this mission, King Kaliente’s 


. 
Oa 


Y like pirate ships, 
| and everybody 
| knows what's on a pirate 
ship: ill-gotten booty. 













‘crack open Me i enon a 
Crate on the secon ce 
portside. Theres 1 Life o 


~ Mushroom in hsrer and 
Maric ) could use the extra jf SS 
| heath & before challenc ing King | fa so | R 
 Kalient # for that Pos | a a as | 
Bs | 
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Sen of Kina | Galionte' s mane The 
ipleralle of the lair is quiet, save for a 
little yellow Luma that wants to chat. The 
Luma points out the two small ns on 
the ground. If Mario fires a Star Bit at the» 
lamp, it turns into a coin. This is a good way 
to replenish any health lost in the upcoming 
brawl with King Kaliente. 
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| When Mario crosses to the planetoid's top half, King 
| Kaliente erupts out of the lava lake that dominates the 


center of his lair. King Kaliente is a giant, sporting 


| two large tentacles that do not attack Mario but defend 


against any attacks he might try. To defeat this boss, 


| Mario must recall a tactic used earlier in this galaxy 
to deal with distant enemies. 


2 = 





King Kaliente starts the battle by breathing a trio of 
fireballs across the lava. Run from the attack, heading 
for the Star Bits decorating the lair's edges. Break 
open these Star Bits with a spin. To earn extra lives, 
scoop up these Star Bits and any released by King 
Kaliente after a successful attack. 


After breathing 
fireballs, King 
Kaliente spits a 
coconut at Mario. 
Rush toward the 
coconut and spin just 
as it closes in on 
Mario, who knocks 
the coconut back at 
King Kaliente. The 
boss doesn't expect 
this and puts up no 
defense. The coconut bonks him right on the crown. 
Wise to Mario's game, the king won't take the next 
attack so easily. 








King Kaliente sinks into the lava and unleashes. |} 

a handtal of Lava Bubbles. Mario can either fall \\ 

back and rap away trom the nuisances or use 
Star Bits to neutralize them. 





over the Good Egg Galaxy. 





After defeating King Kaliente, Mario can lay 

claim to the Power Star and return to the 
Comet Observatory. Mario now has three Power || 
Stars and one Grand Star. 
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To win the Power 
Star, Mario must 
strike King Kaliente 


coconuts. The next 
time Mario knocks a 
coconut back at the 
king, he puts up his 
"tentacles to deflect 
Za the coconut back at 

~ Mario. Mario cannot 
dodge this attack. He 
must zoom over to the coconut and spin again to send 
it right back. King Kaliente, not ready for the second 
attack, doesn't put up his tentacles—bam! Now Mario 
just needs to hit the king one more time (the next 
attack requires a return volley too) to end his reign 
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When Mario returns to the Good Egg 
Galaxy, it's bathed in the red-orange 
glow of the Speedy Comet. This comet 
hides a Power Star in the Dino Piranha 
mission of the Good Egg Galaxy. Mario 
must reach and finish off the boss -» 
monster within four minutes. Is Mario up 


to the challenge? ad 













































Watch fi for 1 the ‘muddy grooves 0 on the tiny 
planet. The speedy Chomps can catch Mario as 


\¢ : _he baa ic ls the muck, bc hake him downs \ ) 





biagintn may seem ike i ie 
to reach the Dino Piranha, but when 


enemies get in Mario's way and you want 

to scoop up ovary Star Bit on the screen, 
the clock will run down faster than — 
expected. So, to finish this mission, 
Mario must streamline his plan of 
attack. The goal is to cover distance with 
as little sightseeing as possible. 


~\ As soon as Mario 
~"| touches down on the 
_| bean-shaped planetoid, 
| go for the Piranha 
Plant blocking the 
 Sproutle. Don't worry 
— ————— about the giant coin 
sa any Star Bits unless there j Is s still cee to three minutes on 
the clock. 
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When Mario hits the saitei slare head for the s secret fie 
pipe just beyond the shrinking platform. Hop to the warp pipe, 
dislodge the Piranha Plant with a spin and a kick, and drop inside 
to cross the system of ? Switches. Grab the 1-Up Mushroom on 
the switches, then use the Launch Star to rocket to the next 
planetoid. 





Waste no time messing around with 
monsters on the first planet. Mario must 
get off this rock quickly, so skip the Star 
Bitsand Electrogoombas and immediately 
head for the planet's bottom half. Use "is already running out of time, just run 1 for the 

a either the green warp pipe or just step off | purple Piranha Plant. 4 
the edge to flip to the planet's bottom. on No 
Run up ¢ the tower to the waiting Luma. a —— : | 
Talk to itt unlock the Launch Starjand 
blast off ithe next plinetoid. ° 











No time to fuss vith the invisible teature on athe next lander 
sandy underbelly, no matter how much those Star Bits call to you. — 
Mario must scurry to the planet's top and jump up the stones. 
Avoid the Electrogoombas and break the ice to unlock the Launch = 
Star. Blast off for the Dino Piranha’s lair. Hopefully, Mario still 





a Mario must still collect five Star has at least one minute on the clock, although the more, the 


Chips to create the Launch Star on the 
small, peanut-shaped planet. There's 

_a new hitch to this planet now—the 
boulders have been replaced with fast- 
moving Chomps. Mario must duck in and 


‘out of their way to get the Star Chips 2 oA 59 x 5 


and complete the Launch Star. 


better. 
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Tha Dino Piranha isn't happy to sée Mario again. The fioss monster roars into : 1 e clock doesn't.stop just because 


action after Mario breaks open his shell. Since time is of the essence, Mario must _ Mario-defeated the Dino Piranha 


cut close to the Dino Piranha as he screams toward its tail. Smack the ball at the that Power Star is in the plumber’s — 
tail's end three times to knock the Dino Piranha silly. * Winds the setonds continue to fade like 
He the stars in the morning sky. So act fast, 

hold of that Power Star, and return 

it to the Comet Observatory before time 
runs out.. 
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After you rescued 
Luigi from the 
" | Wj ar haunted mansion 
—_— item in the Ghostly 

a 3 sos chee Daler Galaxy, he decided 

to pitch in with his 

: own star-recovery 
ervices. Unfortunately, Luic tends to get stuck i in places and. 
requires a little assistance from Mario to get home. In the 
» Go odEgg Galaxy, on his first Power Star, Luigi discovers he's 
afraid of heights. 






















Luigi actually 
isn't very far from 
the starting point 
in the Good Egg = 9 
4 5alaxy—he's 
pr Ox biuck 6 on the | ittle 


cottage ‘s roof. = 
ne. —-, 


oked sbenaase 


root 
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Tn refuses to budae. Mario must se 
reese 


ie piles poor or Luigi and recover seer ae 
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* — andoseek out the orange warp pipe. Mario 
slips back into the secret room with the 
giant coin. Pick up the coin and follow 
the trail of musical notes to retrieve a 
1-Up Mushroom. After grabbing the tasty 
treasure, use the orange pipe on the 
ceiling to. reach the cottage roof. 


o | The orange pipe leas straight to 
the rooftop. Talk.to Luigi and he will 


release the Power Star. Ss 


—_ 
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The Power Star appears next to Luigi 
on the roof Luigi sure looks relieved to 
see his brother again. 

. s 


~The Mario Bros. are 
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back in action! 


| Bs 
The Honeyhive Galaxy is the first place Mario encounters his nt ncaa 
newest threads, the Bee Suit. With the Bee Suit, he can float | Satay 


around the multitiered Honeyhive Kingdom, a large system of 
planets under the benevolent rule of the Queen Bee. If Mario can 
help the bees with their multitude of problems that have cropped 
up since Bowser’s arrival, they will bestow on him a collection of 
Power Stars. 





When Mario first arrives in the kingdom, the bees are a bit 
skeptical of his presence. However, as soon as he discovers the 
Bee Suit and learns how to buzz around like a pro, the bees open 
up. They tell him about the trouble their queen is in and point 
the way to her throne. Can Mario help the queen and earn the 
Power Star? 









; ee eae | ee ] 
1-Up Mushroom 
Bee Mushroom 
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The main planet in the Honeyhive Galaxy 
is giant compared to the Good Egg 
Galaxy's planetoids. There will be a lot 
less planet-hopping in the Honeyhive 
Galaxy aduentures, although this first 
mission—"Bee Mario Takes 

ee. considerable tour of the 
kingdom. As soon as Mario lands, hé-can chat up a soldibr bee that introduces in 
to the kingdomsof the i 












‘There is a ledge to the sil right. 
Jump up to it and peek over the other 








a eee La side. A small pond is back there, so it's 
* : : is 
a Right away, there are cinerea for Mario to ny .. Before walking safe to hop down. Walk’to the right to. = 


into the kingdom, turn the camera to | ook away from the trees and bees. There is a 
giant “M” constructed of Star. Bits hanging in space. sPERRalign a with the cursor. 
Also, peek over me railing behind the small sign. There's a 1-Up Mushroom back 

there. 





discover a shallow alcove in the cliffs 

that lead straight down to the black 

hole. Mario can wall-jump up the alcove, 

grabbing some coins. Hop out at the 
—alcove's top to reach a high ledge that 
‘ etieronl TT ae at the height 






































The Honeyhive Kingdom does not operate 
_/ under the same kind of gravity as the Good Egg 
Galaxy. Mario cannot walk off the planet's edge 
\and just keep going. Stepping off the edges of this galaxy 

\leads right to a nasty black hole gurgling just below the 
| planets, so watch where Mario walks. 





There are Piranha, Plants wp here! it 
_ hungry plants seethe and snap at Mario, 
but a quick spin knocks these veggies off 
~~, ie anet. Ome of the Piranha Plants 

: ‘pipe. After disposing of 
| eutnidiseover an 
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low it until Mario reaches another bee 
e above the bee s older Dah ane do a tittle | 
orth, gaining a little height haere itt 
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———— y a \ WwW large waterfall. Watch out for the water—bees hate water, so if Bee 





Drop off the ledge with the Piranha Plants (watching out for 
a boulder that rolls out of the cave just below) and look for a 
nearby fountain. There is a giant coin in the waters. When Mario 
picks up the coin, the Bee Mushroom appears on the lowest tier 
of the kingdom. This special Mushroom gives Mario his Bee Suit, 
| 80 get down there and check it out as soon as possible. 









When Mario drops down the green 
warp pipe, he enters a chamber 

full of rolling boulders. There are 
ramps on the walls that let him 
defy gravity, such as walking on the 
ceiling. There is a giant coin on the 
room's floor. Use the ramps to reach 
it. Picking it up reveals a Rainbow 
Star that makes Mario temporarily 
invincible. 





’ Spin in the center 
of the stone circles 
to release a bunch of 
bonus Star Bits. 
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Now Mario can run back up the 
ramps and plow into the boulders. 
Each boulder releases a host of Star 
Bits, but like the Rainbow Star's 
effects, they are temporary. While 
Mario shatters the boulder, use the 
cursor to sweep up the Star Bits left 
in his wake. , 






Use the Bee Suit's flight powers to buze up to the ledge with the 


Mario gets even a drop on him, he loses the special suit. Hover over 
the water to grab the coins and pop the coin flower with a Star Bit 
to claim the twinkling treasure. As soon as Mario pockets the coins, | 


buzz up to the ledge behind the waterfall. There's a dark tunnel with I 
some bugs, but it's the only way to reach the Queen Bee. Z = 
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‘Ain at ‘each bug with ne cursor atid Hd shoot eter Bit t it. The Star Bitehinest 
the»bug, forcing it on its back. Bee Mario can still kick and spin, so when the bugs 


are vulnerable, rush in and bop those pests right out of ¢ 


e kingdom. When ine 


tunnel is clear, buzz up to the ceiling to pickup a trio ha coins. 







Mario must drop down the hollowed- 
out tree trunk to see the back side of 


the kingdom. However, before heading | | 


down, walk around the trunk to pick up | 
a ¢-Up Mushroom. 














LEGEND _ | 






Bee Hhushraot 
1-Up Mushroom 





-— 
om, 
C2) 


Use shadiwi to spel secret items. While on the 

* tunnel’s floor, you cannot see the coins, but you 
can see their three small shadows. So remember, 
_ if you see a shadow on the ground, look up. Stargazing 
| never re hurts in n this adventure. 















(hee! A slide covered with Star Bits 
waits for Bee Marit just PY NOM LAY 
trunk. 


a tte 
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ahere'l is a Bee Mushroom at the alida'e 


ra 


bottom in case Mario lost his Bee. 


5 sin the tunnel. Fly up the ledge to the 
Bee Mushroom’s left to spot a pair of 


coin-covered blossoms. Buzz up to the 
flowers to pollinate Mario's pocketbook  ~ 
with these coins before heading to the 
honey-drenched ledges along the back of 

the kingdom. | 
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Buzz over the napa Retween the ladaes. 
Watch out for the honey rivers Mario's 
feet can get stuck. It's not such a big 
deal right now, but in return visits, this 
poses ate for times when the Bee 
Suit is unavailable. Use the Launch Star 
over the honey pool at the ledge’s end to 
leave the main kingdom and investigate a 
patch of beautiful ya m siantic blooms. 
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Bee Mario arrives ina gorgeous flowét 

garden, but the blossoms are a little 

too high to reach by basic buzzing 

techniques. Mario must find another way 

to launch himself up to the blooms and 

keep moving to the Queen Bee, whom 

he can see in the distance. This garden 

area is tough for a bee, as the ground 

» ‘is primarily covered in water. Several 
enemies rummage around the water, and 
Piranha Plants snap from their places on 
the few patches of solid land. Bee Mario 
must zip from lily pad to land, avoiding 
the water. 
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To reach the giant flowers, Mario — “a 
must seek out pink flowers that start i ae 
p at only half the height of the larger * : eg 

blooms. There is one next to the spare 


' 


Bee Mushroom in the garden's corner. ee 
Fe Walk up to the flow er and shal | = Bee Mushroom | 
. — Remote—Mario swings up the stem just a 
ike «Sp Sproutle. However, his weight 
causes the stem to bend back. When 
. Mario reaches the blossom, the flower 
whips forward, sending Bee Mario high 
‘into the air. While in midair, hit @ to 
* buzz over to one of the large petals. 
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Mario lands on the base of a large wall 
covered with honeycombs. As Bee Mario, 
he can stick to these honeycombs and 
climb the wall. Without the Bee Suit, 
however, he's stuck on taaedge. If | 
Mario lacks his Bee Suit, spin-attack the fF _ 
seed on the ground to grow Sienna 
around the base of the Queer Bee’ e's planta | , 


oe Ce ee ee eth re ete 










“x 
f 














The queen's throne area is covered with 
water and flowers. Mario needs.a Bee 
Suit to help the queen, so if he falls in f 

| _ the drink, seek out a replacement Bee * 

| Mushroom on the garden's outskirts. 

|} Watch out for Piranha Plants and bugs in 

| the garden. Snugly ly fit into his Bee Suit, 

send Mario over to the hey 's ai to 





‘Bure nan ( “The first ao hexager id fly in into Hany: Mario j ji salieily 
i me up Waiiaieonts, collecting cdins alo ong the way. 
the honeye ip away from the wall and buzz over to the 
I: wall and Bee Mario, will stick to it again. Use 
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free a bunch of extra Star Bits. | queen's body when he touches it, so crawl | 
sey) » around Her Majesty to pick up five Star a 
me After grabbing the fifth Star Chip, 
, _ 4 Launch Star appears directly behind the ° 
simian Up en Queen Bee. The queen is so al FOP ie 
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Use the Launch Star behind the queen 
to return to the kingdom 8 main planet. 


@ 1- 1-Up Mushroom 





Mario meets a bunch of Toads on the treetops of the Haveykivs 
Kingdom. The Toads have found a Power Star during their travels, 
but they're unsure of how to get down from the tree. With Mario 
here, they can finally escape. To thank Mario, they hand over 
the Power Star they found in the kingdom. Now Mario—and the 
Toads—ean return to the Comet Observatory to start a new search 
for another Power Star. 


Welcome back to the Honeyhive Kingdom. Since 
Mario's last visit, the bees have come under siege 
by a new threat: Mandibugs. The creepy-crawlies 
are all over the kingdom, including the tower that 
hovers over the giant trees on the main planet. lf 
Mario can beat back the bugs, surely the bees can 
spare another Power Star? 
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\ hee s second trip to the besa 


















oa ECC ORUCRCE CUGR calléet 
the M-shaped constellation of Star Bits 
ee CRC) ae 
exe} However, from-here on, things have 
Sor Meee ———=——" changed in the kingdom. There are ° 
no Bee Michraomese tha ve vinishae instead the countryside is littered with 
breakable stone-wheels.. Mario can shatter the wheels with a ground pound. 





Run up the dirt road to spot the 
stone wheel near the trapeze. When 
Mario smashes this KX it frees a 







cross over the black hole ee Rieke ah | ES ole pee Ny ang lanmaplas 


wh a gee hes eee prouties sof 
he drops right on to another vine. (If | 
ii you | don't st TELE aking the | Wii i Remo fain 


i tisk acci entaly ‘making Mario “ x i. After sianhina the sanded, walk to 
“ai rela missing t the second vin : 


hk ie void.) 8 S the spring a the small Sling Star. 
falling into the cosmic void. Vhen i Bounce on the’spring and shake the Wii 
Mario rabs. the second S Sprou He shake again so he winds around the’Vine and drops — er 

down ne: er stone ae | 135 i J 











SOU CR ORCI CRLONILT INC DAE LIE 
ts Mario to a ring-shaped platform 
| This stone wheel covers a spring. The % 2 witha big red button. A Wiggler circles - 
ea yok over the spring is too high*to reach the button, though, so be careful. Mario 
with a regular jump, so reed goutiite sites defeat the Wiggler with a spin anda 
». The resulting shock wave tips the 


| “whee! cs open up the spring. Now Mario’ 
j can smash the spring and bounce righ Wiggle over, but don't gloat—when that 
thing turns back over, it's furious. It runs 


| into the ? Block, earning a handful o 
oa — ——’ Star Bits. There is another spring to the at double-speed and will —_—" to 
s right of the sisal tree on aunt land but before vaulting off to the next area, check ‘the ground if he doesn't avoi 

@ around the kingdom for some extra treasures. Ys 
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_ Striking the button extends a bridge to 
~ the planet's rear. There is a large wooden 
button on the ground on the bridge's 
_ other side. Ground pound it to lower the 
platform, revealing a System of ledges 
Mario can wall-jump across. Wall-jump 
up the planet's rear to the kingdom's 
topmost platform. 
















] y jagged-blast symbol on it, 
~~ guch as the two buttons, 
can be ground pounded. 


i 
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ah ae annactathe kingdom. Gravity keeps him anchored to the tiny planetoid while 

ower ié between to he dispatches some Piranha Plants. There is a similarly shaped 

Jall-jump to reach it planetoid just below the first one. The two planetoids share 
gravity, so when Mario jumps from the bottom of the upper 

_ planetoid, he twists in the air and lands on the bottom surface. 
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"create a good“lookout 





AMSUELL Sling $ Stat saudi Maria to another Tee sling toid The gravity aul him. 
to the wall where he can easily grab a giant coin, which releases a Rainbow Star. 
With the Rainbow Star's power, Mario runs right throughia Wiggler patrolling a 
hollow tree trunk on the small planetoid. After defeating the Wiggler, jump into 
the trunk-to fall back down to the tower. 


‘$ 


pick up the line of Star Bits 
that stretch between the tree 
trunk and the tower. 





The tower is a set of 
wooden platforms that 


for the bees. However, 
the Mandibugs have 
swarmed the tower and 
are keeping the bees 
out. To help the bees, 
Mario must scale the 
tower and dispatch a za 
pair of nasty Mandibugs at the top. His first move is to cross a aap in the walkway 
via a nearby trapeze. He 


There are Mandibugs on the walkway. 
These purple-backed bugs use their 
~«}| pincers to attack when they charge 
_ |) forward. Mandibugs move only in’a 
|) straight line, though, offering Mario a 
= }} way to get the drop on the enemies. If he 
| ~ stands in front of a Mandibug, taunting 
it, it rushes forward. Just jump Tr the air and ground pound its back (notice the 
same symbol from the buttons?) to send it packing. 
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While dropping through space; 














There is a Life Mushroom 
~ on the checkered floor 
below the tower. Drop 
down to grab the Life Mushroom 
and earn some extra health. 


| Watch out for the Mandibug 


guarding the Life Mushroom. 
After dispatching the pest, use 
the spring to the right to vault 
back to the walkway. 








Use the trapeze to jump to the wooden 
platformyabove the walkway. There is 
another Mandibug up here. It guards 
three coins and a large red button. This 
button controls the windmill on the 
tower's front—this is Mario's way up. 
So, defeat the Mandibug and smack the 
button with a ground pound to start the 
windmill and ascend the remainder of the 














Ride the windmill to the tower's top to 
spot the two Mandibugs causing the 
most trouble for the bees. - 





These two Mandibugs are playing 
totem pole—the smaller one sits on the 
larger one's back. Mario must ground 
pound the smaller bug first. To do this, 
trick it into making a beeline for Mario. 
Sidestep the forward charge and then 
leap over the Mandibugs. Ground pound 
NSU UC RSUP TI Cm 





LIK makes the iacaet Mandibug ® 
angry—it turns red with fury and 
starts moving erratically. Use the same 
technique to take out the larger bug. 
Tease it, then get behind it and smash” 
its back with a ground pound. If either 
of the Mandibugs hits Mario, he can fish 
coins out of the tiny lamps on the floor 
with Star Bits. 








Defeating the two U/ATAYe AYE e ps frees the tower trom infestation 
and releases a Power Star. 














The poor bees of the Honeyhive Kingdom are under attack 
again—the Mandibugs have returned, but this time, they are 
marching lockstep with their leader, the giant Bugaboom. Mario 
must don the Bee Suit and zoom to the galaxy once more to free 
the bees from the predatory pests, returning peace to the Queen 
Bee's flowery realm. 


As soon as Mario lands on the main planet in the bee's kingdom, 
he spots the scourge of the Mandibugs. The little monsters 
skitter across the ground, lunging at anything that comes near 
them. Easily defeat the Mandibugs by taunting them to rush 
forward. While the Mandibug is blindly charging, step behind it 
and jump into the air. As the Mandibug backs up to its original 
position, ground pound its back, squashing it. 






















_ Many of the same goodies are available 
| in this mission, such as the Star Bits in 
Siew} the sky behind the starting point ard the 
>) secret room below the green warp pipe. 
After gathering up these treasures, turn 
| to the fountain next to the boulder cave. 
“ a — — Man ibugs are patrolling the arene up 
jai Dispatch the bug wit ground pounds fi help the’ bees. 
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The bubble rockets Mario er the he treacherous black hole. There are necessary 
power-ups on the hte side, such as a Life Mushroom that grants extra 
hee lth in ‘prey aration fo r the boss ba ORTURLC Mandibug lea Balhae t LL 
li ‘e Mus ho om is guarded by a Mandibug, s ‘squish the insect to a the power-up. 
Wy The Bee Mushroom is on a small lil Th ae | leg | that circles a massive tree. 
that Bee M | > against Bugaboom if he's 
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the re | ing om’s lower level. T 





edge, b t for 
ba Fuki cannons. If: but 
kingdom. If he's not careful, 






teh nim, Mario flies all the way across the : 
ni to a bug or fall off the planet's alae’ 
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Mario touches down on a small island. 
There is a Bee Mushroom next to a 
flower, just in case Mario needs to pick 
up the Bee Suit again. Vault to the next 
island with the flower to pick up three 
coins and replenish any lost health. 
When you're ready, use the flower on the 
island to hop to Bugaboom’s lair. 
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@ 1-Up Mushroom 
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_ Boss Battle: Bugaboom 





Like its Mandibug 
minions, the 
Bugaboom's weak 
spot is its back. The 
green giant's shell 
in emblazoned with 
the ground pound 
symbol. Fly on top 
of the Bugaboom and 
perform a crushing 
ground pound. It 
drops to the dirt, 
shaking Mario off its back. 





Bugaboom isn't pleased by the disturbance, but it 
relishes the chance to exact revenge on the plumber 
who destroyed his army of Mandibugs. The massive 
Bugaboom shrieks with a fierce battle cry, extending 
its vicious pincers in a show of force. Don't back down 
now; the bees need Mario more than ever, so get ready 
to take flight and play the role of royal exterminator. (continued on next page) 
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Uh-oh. The 

| Bagaboom looks 

angry, and Mario 

wont like it when 
its angry. 





The Bugaboom 
takes flight, 
circling the tree. 
Since the bug boss 
_is several feet off 
the ground, Mario 
must think verti- 

‘| cally if he wants to ss 
get the drop on the beast. With half the cleau iat in water, 
losing the Bee Suit is easy. Fortunately, there is always a Bee 
Mushroom handy for taking flight. 














Mario eeanit have enough flight time to rie higher ET the 
Bugaboom, so he must seek out a staging ground above the bug. 
With the Bee Suit, Mario can buzz up to the honeycombs on 
the tree and wait for the Bugaboom to pass by, or he can swing 
around a flower stem to launch himself over the bug. 


Whether Mario 
uses the honeycomb 
j | or the flower 
“| to ambush the 
| Bugaboom, he must 
hover over the boss's 
back. The Bugaboom 
| . remains level while 
riving! so if Bee Mario is running out of buzz, he can just land on 
the creature's back to recharge his wings. Perform another ground 
pound to smash the Bugaboom back to the ground. 
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on the tree root 
| that extends 

| beyond the rim of se 
| the Baganoets:s $ Malti 
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The third time 
better be a 
charm, because 


the Bugaboom 


than a hornet. 





The Bugaboom flies around the tree again, but this time, 
it doesn't remain level for very long. The creature frequently 
turns on its side, preventing Mario from landing on its 
vulnerable back. In addition, the Bugaboom drops a torrent 
of exploding shells from the spout on its belly, so stay off the 
ground—especially the ground right below the flying boss. 


To finish off 
the Bugaboom, 
Mario must 
“es time his ground 
ies pound. Wait for 
— UE 

“| to come around 
2 Z : ) the tree and 
thes shimmy up a flower stem. As the Bugaboom closes in, 
fling Bee Mario into the air. At the height of the vault, start 
hovering toward the boss. It soon drops into a horizontal 
position, but only briefly. Ground pound the Bugaboom one last 
time to free the bees from its tyranny. 


The Bugaboom 
leaves behind 
a Power 
Star. Grab it 
fo return fo 
the Comet 
Observatory 

and see about unlocking some new galaxies. 
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When the Gasmie Gamat. TL the 
Honeyhive Galaxy, it casts a mischievous 
spell on the kingdom. When Mario 
drops down to the system's main. 
© planet, a familiar-looking fellow greets 
— him—Cosmic Mario. This strange 
celestial spirit beckons Mario to a 
race—who is Mario to turn down Such a 
playful challenge? 


a ¥eosmic Rasy 





When Mario touches down on the planet, 
there's still sim We authoring SETETE TS 
or checking for hidden 1-Up Mushrooms. 
However, when Mario steps forward, a 
twinkling sprite greets*him. This cosmic 
spirit eggs him into peceeniins a race 
challenge across the e Honeyhive Kingdom 
The winner lays claim to & Power Star. 
Mario eagerly | the a iallarss, 








* The two contestants line up omthe 
starting point, eyeing each other 
before the starting signal. 


es 


is oe ff 
~~ The race is short, 
~ but Cosmic Mario 





already knows the 
course's general layout. 
Mario, on the other 
hand, must constantly 
check the arrows that 
point the way. If Mario veers off-course, Cosmic Mario will pull 
ahead. And once this happens, it's tough to catch up. To get past 
Cosmic Mario, cut him off at the first corner, cutting in front of 
him at the small edge in the road. 
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Hop on the small 
blocks below the 
waterfall. Either 
backflip into the air 
or spin at the crest 
of anormal jump to = 
grab the ledgeand pl : = 
Mario up. Watch out for Beat ira as et may icy 0) aviite in 
Mario's way. 











1 | ee Mario will try to fekwact Mario’ 5 5 efforts 

Y at every turn. Mario bounces off Cosmic Mario if 
they collide. If Cosmic Mario cuts Mario off ata | 
_ turn, he can bop Mario back a few paces, preventing him || 
t from peanings thet race. 








Backtip trom the 
boxes straight to the 
tunnel behind the 
watertall 


_ Drop down the hollow | 
tree trunk. There is 
no 1-Up Mushroom 
behind the trunk 
in this mission, so 
dont waste precious 
seconds looking for it. * 
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making big jumps. If he tries to jump 
from the honey, he just slips off the 
edge and plummets into the black hole. 
This is vhoreanic Mario really tries 
~ to catch up, so apace down. « 









Whoosh down the ramp below 
the tree trunk. Steer away trom 
the outer wall. ff Mario bumps it, 

he slows dowh, ~ | 


° 







. trom the giant block 
at the ramps ttom to the 
system “of honey-drenched Sn 
ledges behind the Kingdom. * The Power Star hovers over the honey =. 
we ‘ * pool. If Mario tries to walk through the 
honey, Cosmic Mario will close the gap. If 
Cosmic Mario is breathing down Mario's 
neck, jump out and spin’to the Power ea 
Star, claiming it right before Cosmic 
Mario's starry-eyed, er, star eyes. 

































* || ‘ 
The Power Star ite eft of ms but the honey can really bog Mario® a nen 
down. Stay out of the gooey y sweetness—it slows him down and prevents him from ae 
. . ee » 
ies o 
Bro! | got a star, but art 
cant get back. This picture 
shows where | am! HELP ME! 
hive Gi laxy }. - Howe ever, Le = J a bai + 
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In order to help Luigi, Mario must find 

© a Bee Suit. Run up the dirt road to the 

fountain next to the boulder cave. Dodge 
any rolling rocks and grab the giant coin 
at the fountain. The Bee Mushroom now 

appears on the ledge below the fountain. 
Drop down and don the Bee Suit to earn 
the power. of flight and start the search 

for Luigi. 









Drop from the ledge to t 





the tree. 


Luigi.is on the kingdom's left side, ae : | 
so Mario must somehow cross the gap CECE MSE ORE OTOG 
between the planet's two halves. Buzzi, ape 
Bee Mario up to the branch that holds. 
the flower trapeze. Take a short eather 
on the branch to recharge flight time 
and then take off for the Piranha _ 
Plant—covered ledge just above. After 
taking care of the Piranha Plants (and 
‘checking out the secret room below the 
» warp pipe), buzz over to the ledge with 


three ice crystals and a few pesky bugs. oo 
Shatter the ice to grab the Star Bits. +4 y ne 
















wile, 















water and a bug, so if Mario touches either one, he loses the Bee 
Suit. Stun the bug with a Star Bit, then kick it off the landing. 
When the coast is clear, jump up and tap Luigi to shake him off 
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As Mario soars toward the Flipswitch Galaxy, he 
spots a sea of bright blue floor switches. These are 
the same switches that kept the first Grand Star 
hooked up to one of Bowser's evil machines, so if 
Mario can solve this puzzle world, maybe he can 
discover another secret star. 





The mission 
| begins on the 
(| top side of the | 
i Flipswitch Galaxy. 
‘| There are three 
CCORORLIE 
: puzzle surface, 
connected by a series of rounded railings. Mario can only — 
cross to the puzzle’s other side via these rounded silver 
railings. lf he steps off the edge of a floor switch anywhere 
_ else, he drops right into the black hole at the heart of the 
puzzle. 





ps +5 | if 





























To solve the puzzle, Mario must turn 
stepping on them only once. If he leaves 

_a switch and steps on it again later, it = 
all he wants w pile still on the same ‘ £ 
switch—it does not change color unless 


all the switches from blue to yellow by 
returns to blue. He can, however, jutn| 
he completely steps off the switch. d 












© Watch out for the 
UL BL 
that snake around the 
edges of the switches. 






Walk to the puzzle galaxy's right side. There is another sliding 
red platform that boxes the area. Watch out for the platform as 
it slides across the surface. There is a coin over the surface, 


but wait until Mario solves the puzzle to grab it. He cannot risk 


To start solving the puzzle, step over getting bumped off the puzzle by landing right in front of the 
the railing to the puzzle surface on the platform's spikes. 


left. This is the best place to begin 
retibla ells yellow. Walk down 
"the side of the puzzle surface, opposite 
the sliding platform. Walk over to the 
red sliding platform, but don't get too 
close-—there are spikes on the edges 
that knock Mario back and steal one 
Pe wedge. Jump from the bottom 
switch to the statin and ride it across 
ent to the topmost switch on that 
side. Now, 
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. Walk across the switches on the puzzle 
——-gurface’s top, jumping over the red shock 
waves unleashed by the purple robot in 
‘the far corner. Close in on the robot 
» and then jump on its head, temporarily 
deactivating it, : ' | 
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Hey, that 
| backdrop looks 
" familiar. Instead of a star 
field, the Flipswitch Galaxy's 
- | heavens are painted with a classic scene from 
| the original Super Mario Bros., released 

——— on the Nintendo Entertainment System in 
1985. Check it out—8-bit warp pipe navigated with a simple D-pad and two-button 
controller. Now you're holding a controller that measures velocity, angle, and 
distance. 

























Times, they are a changin’. 


-. When Mario diops deus to the. 










Talking penguins s sung on he backs of manta rays just for ent [ et Which Loopdeloop. Galaxy, the penguins are 
‘crazy corner of thes univer « this? It's the Loopdeloop pG alan oan water-logged more than happy to see a new racer. 
race track where penguins compete for record ti mes on ¢ a twisting course through Chat up the little penguins near the = 


the wild blue yonder. Can Mario ‘mast er the ms in 7 well enough to cruise across the starting line to learn all about the fine 
finish line? pe | art of ray-surfing before approaching the 
emperor penguin holding court near the 
water. The big penguin is happy to give * 
Mario a few lessons regarding ray-surfing 


e . mass 


LOOPDELOOP GALAXY 
i 01 






a course before sending him on 
to the real eal. | 
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Sine dhots/course is lined with coins. 
~The penguin explains how to firn the 
me ants ra and follow the line of coins. 





Twist the remote from nematcattnite aki 
‘ tilt the ray. Gentle motions result in 
. i sweeping turns. A quick twist! translates 
/ into a sharp turn. To speed up, hold 
* 
down ®, 





















Use speed on straight 

stretches. The record 

for this race is 1:30, 

| but if Mario zooms along the 

straightaways with a speed 

| boost, he'll put that record to 
shame. 
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After completing the introductory 
lesson, its time tor the big race. 
The penguins sh6w Mario to the 

starting line. 
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Use easy twists to gently glide along 
the. shallow turns in the first part of 
r the course. 
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There are coins and 1-Up Mushrooms 
on the track. Steer toward the coins to 
collect them, but don't go out of the way 


































and sacrifice time or safety for a little pocket change. What matters is 
finishing the race under 1:30, not crawling across it with heavy pockets. 
The 1-Up Mushroom is always a pleasing prize, especially since it keeps || dpe 
Mario in the game incase he accidentally steers the ray off the side of \ \f 
the track. 


SS 

Kemember, speed iil 
down those straight 
stretches by 

| holding 5. Watch 
| for billboards with 


arrows—these 
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| indicate sharp turns 
that Mario must slow 
down to negotiate. 
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famps on the track. 





Kace the ray up the 
ramps with speed | 
boosts, then sail back | 
down. Direct the ray | 
in the air with the Wii 
Remote to make sure 
Mario doesnt drop right off the track. 
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There are two sharp 
"| turns before the finish » 
YF line, which is shaped 

| like a giant sun. Slow 
down so Mario doesn’t | 

| slide right off the 
) Sa me watery track. If he 

does, try to steer the ray onto the stretch of track below and then 
surfing back up to the finish line for a second try. Slow down © 
for these last two turns and ease across the finish line. If Mario 
skates through under 1:30, he’s golden. 
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Hooray! The penguins are impressed with Mario's ray-surfing 
skills. The emperor penguin owes Mario a gold medal, which 
turns out to be a Power Star. Hop up on the first-place pedestal 
to claim the Power Star and show the universe that Mario is the 
champ at ray-surfing. 
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Mario crashes to a small metal planetoid * 
with a black-hole core. The planetoid'’s — 

» surface is covered with cages containing 
a variety of items, like coins and 1-Up 
Mushrooms. But the most important 
is the caged Launch Star, which Mario " 
must break free in order to vault off this 
planetoid'and launch a full-scale attack 
on Bowser Jr.'s metal. monstet Megaleg. 















Bowser Jr. patrols the edge of the Terrace galaxies, keeping watch for the = | 

meddlesome Mario while his dad continues working on his nefarious schemes. After 

Mario unlocks Bowser Jr.'s Robot Reactor, the hero must zip across the cosmos to 

battle Bowsers underling for control ae rare Grand Star, Only a Grand Star 
)b 
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To break open the cages, Mario must 
discover the Bullet Bill cannon’on the 
planetoid’s other sides When a Bullet 
Bill blasts out of the cannon, Mario 
must walk in front of it to get its 

. undivided attention? The Bullet Bill's 
eyes furn red, indicating it has a lock 
Yon Mario. Mario can now lead the Bullet 
Bill to a cage, but he must be fast. The 

“Bullet Bills move pretty quickly, so i 

Mario ‘must stay several steps ahead. 
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Lead the Bullet Bills into the cages 
to earn the 1-Up Mushroom and a small 
collection of coins. After blasting open 
the treasures, lead a Bullet Bill to the 
cage with the LauncheStar. Free the 
caged Launch Star and use it to rocket 
to Bowser Jr. 


 Goombas on the planetoid's 
surface. Mario can spin to | 
nock these little menaces into the | 
_ black hole or tip them over with a | 
| stomp on the unguarded underbelly | 


Look at the size of that thing! Thats 
not Gumoon—thats a Space station. 


As Mario touches down on the small 
‘moon dominated by the massive Megaleg, 
Bowser Jr. swoops low on his airship. 


He doubts Mario can withstand the crushing might of Megaleg’s 

titanic limbs, so he’s confident about scooting off to the next 

galaxy and*leaving Mario to his demise. It's time to prove that 
_. little creep wrong. 
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Megaleg is a walking cannon battery. The three giant legs that 
support Megaleg's cockpit are so large they have their own 
gravity system. If Mario can climb up those legs and reach the 
core, perhaps he can trick one of the dozens of Bullet Bills 
streaming from Megaleg's cannons into giving the brute a self- 
inflicted wound. | 


At the battle's start, 
Megaleg slowly stomps around 
the minor moon. Quickly 
dip to the moon's southern 
hemisphere and check out a 
series of cages, which contain 
Star Bits and coins. If Mario 
gets into trouble, he can lead 
a Bullet Bill down here and 


When the titan drops one 
of its huge feet to the moon's 
surface, Mario must head for 
the green arrows. Jump onto 
the leg and let Megaleg's 
gravity capture Mario. Mario 
sticks to the leg, turning the 
green arrows red. This means 
the Bullet Bills farther up 
the leg are aware of Mario's 
presence and are getting 
ready to fire. 








The Bullet Bill 


ehanvere only one 


atter just a few 
seconds. Mario 
must lead another 
Bullet Bill through the hole in the cage wall to break the 
glass surrounding the Grand Star. 






(Qeave between the trio of Bullet Bills that scream Feeling nimble? 
down Megatlegs limb. A quick zigzag contuses the Try leading a 
red-eyed Bullet Bills into crashing into each other. Ballet Bill over the 
wall by flipping in 
JSump across the front of the cage. 
grinding gears that The Ballet Bill 
connect the legs to arcs Upwar d and | 
Megalegs body. then comes smashing down on ihe glass dome over the 


Grand Star. 





There is a large cage 
around the Grand Star 
powering the Megaleg. In 
order to break open the 
cage, Mario must lead a 
Bullet Bill to the metal : 
mesh. Run around the multiple cannons until a Bullet Bill 
spots Mario, then lead it up to the cage. It takes only one 
Bullet Bill to break open the cage and reach the Grand 
SET 


Breaking the glass dome 
powers down the Megaleg. Every 
joint explodes, sending pieces 
of the mechanical monstrosity 
across the cosmos. The Grand 
Star drops to the moon's 
peaceful surface. Mario just 
needs to touch the Grand Star 
to claim it and return to the 
Comet Observatory. 





Oh no, there's a backup 
security system in place. 
As soon as the domed 
cage vanishes, a wall pops 
up, protecting the Grand 
Star from Bullet Bills. 
Crisscross the Megaleg core to ensnare more Bullet Bills. 
When those eyes go red, the Bullet Bill is locked. Now, run 
toward the cage. At the last second, jump out of the way 
and let the Bullet Bill crash. 


This Grand Star 
fuses with the Comet 
Observatory's beacon, 
powering up the 
starship. Energy flows 
to the Fountain Dome, 
allowing Mario to 
access a whole new 
system of galaxies. 
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SWEET SWEET GALAXY 
Rocky Road * 


. 
Be A ee 
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The hungry Luma outside the Terrace wants 400 
Star Bits to snack on. After Mario feeds the 
little Luma, the happy starling zooms across 
the cosmos and becomes an entirely new galaxy 
to explore: Sweet Sweet. What delicious treats 
await Mario in this candy-coated galaxy? 
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The road before Mario isn’t just rocky, 
it’s holey. Various shapes and cutouts 
have been pressed out of the candy 
highway that stretches between the 
starting point and a safe platform made 
entirely of cookies. There are several cross the holes. However, 
coingon the candy conveyor and Star , - | Be make sure he doesn't 
Bits on the walls, TO Ue areideatallai jump » righ on the slesitle ‘ii that spans the width of 
across the wall while taking an afternoon the candy high. 
jaunt. Jump over the holes in the candy, ae, Pee 
taking care not to slip through the : a] 7 (is n'y 


cutouts. ~ | ) 
N+ 


The gravity in Sweet 
Sweet is as light as a 
- soufflé. Mario bounds 
higher than normal, 

allowing him to easily 
























The candy avenue to the right is also moving, but instead of 
flowing at Mario, it's moving from left to right. The bridge is 
perforated with holes of all shapes and sizes that Mario must avoid 
slipping through while jumping toward the next cookie safe zone. 
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so Mario better get moving. 


Two Toads point Mario around 
the next corner, toward a candy 
wheel. The wheel spins between 
the walls of cake that flank the 
narrowing passage. Mario must 
jump over the holes in the wheel. 
There is'a 1-Up Mushroom on the 
wheel, right at the bend in the 
passage. 


After grabbing the Mushroom, . 
head left and jump to the 
chocolate-covered platform that 
looks out over a big cake. That 
cake is topped with a Power Star, 








The Power Star is atop the cake. 
The Toads on the cake celebrate their 
delicious discovery, but Mario has more 
important things to do than satisfy his® 
sweet tooth. He must collect the Star 
Bits on the cake’s second tienand grab 
the Power Star. 
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Sump across th candy cutouts that float through the air. Oatch out for the 


electrical fields. ( Marios zapped, he may fall through a hole or off one of the 
sa 
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small circular ledges. 
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The Space Junk Galaxy is composed of 


discarded debris pulled together by gravity 
and floating lazily out in the cosmos. Old aaa 
rockets, space station building blocks, and a Pull Star Path 


field of clutter may not look*like prime places 
to hide Power Stars, but Mario soon discovers 
that Space Junk Galaxy affirms the old adage 
of “one plumber's junk is another plumber’s 
treasure.” * 


4APun star Pash, 


ie 
The Pull Star Path is aptly named—Mario 
a the blue Pull Stars to cross the 
between the orbiting junk places. 
“His first ‘ar oF Rr lary is largely trouble- 
free, but before he claims the Power Star 


by navigating the last debris field, a host of 
spiders drops in to spoil the space stroll. 
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When Mario is pulled from the platform toward the crystal,a = | 
quick shake of the Wii Remote breaks the Pull Star's hold. Since | 
the crystal is larger than the starting platform, Mario is pulled 
into its gravity field. There are Star Bits encased in ice on the 
crystal; free them with a quick spin attack. 


an oll * 4 





ha shallow gravity field. It's e aah 
— to keep his feet on the metal as he walks 
on the platform's underside, collecting 
some errant Star Bits. However, the 
“gravity is no match for the force of the 
» Pull Stars between the caaliee and the 
drifting crystal, 
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| Mario can now run all the way around it. However, if he jumps next to one of the 
other two spheres, that sphere’s gravity pulls him into it. Bound between the three 









Leave the crystal via the Pull Stats on the of posite eit of the planetoid from 
the starting platform. These Pull Stars tug Mario into the cold reaches of space, 
leaving him vulnerable to drifting away. To keep him moving along safely, constantly 
reach for the next Pull Star by pointing at it with the Wii Remote and pressing’ ®. 







There are several coins 
between the Pull Stars that 
_ lead toward a trio of floating 
spheres, locked together by 


their own gravity system. — 


Mario drops down to ansold rocket ship, " 
drifting idly in the glow of a distant star 
system. Star Bits rain from the heavens, 
crashing on the rocket's hull-*Pick up the 
Star Bits while breaking the ice crystal 

that contains coins. 





at 


At the last Pull Star, next to the L-shaped pierbid: shake the V ii Remote to 
drop Mario on the closest sphere in the trio. The sphere’s gravity ensnares him. 





planetoids to collect five Star Chips. 
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| The i Chips form alaunch * |p 
Starthat blasts Mario across. AY ie 


the Space Junk,Galaxy. He 


bursts through an ice crystal ‘After grabbing the coins, run to the 
hill of Stor Bite ea uae the rocket's tip. There are two Pull Stars 
cursor to SCOOP those up as : AN the rocket, enclosed in small 
Mario screams toward.the next — spheres. Mario can grab the Pull Stars 
planet. _with the cursor, so lift him up to the 


closest sphere. Jump toward the next 
sphere. At the height of the jump, snag 
the Pull Star in the sphere’s center. 
Mario is caught by that sphorss gravity 
field. 3 


5 















There is a T-shaped platform floating 
beyond the last Pull Star in the chain. 
When Mario reaches the Pull Star 
closest to the platform, shake the Wii» 

Remote to break the Pull Star's hold and 

dropidvanst the platform. Fuzzy spiders 
are waiting for him there; use Star Bits 
to stun the MeN then kick them 
out into space for extra Star Bits. 













The platform's edges are round, which 
_means Mario can walk around the whole 
thing without falling into space. Check 
out the platform's “bottom.” The camera 
“twists to reveal another cadre of spiders; 


these arachnids protect three coins and 
= 





the platform and check out the T's top. 










a ? Block full of Star Bits. atter Maton the spider and j 
tints ase walk up the arrow to kick the last spider off 















There's a frozen Goomba on this platform, so 
don't free it by mistake. 












The Toads’ spaceship has its own gravity field. Jump toward the 
spaceship to be captured by its gravity field. Walk to the top of 
the Toads’ ship to use the Sling Star. This Sling Star launches — 
Mario to the debris field that hides the Power Star. : 
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a ite, Carefully walk across the bricks, 
a —wes & giving them time to click together and 
4 4form a path through space. Mario must 
collect the five Silver Stars, so head 
toward the first Silver Star on the left. 2 
There are six coins next to it, but when ~~ 
Mario closes in on them, no block slides 
under his feet. He must make a leap of 
faith. A block appears TCL CRCULLIS 
catching Mario as he lands. 
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\ The debris field is an oddity—there are | \\ ; 
* |) several circles of coins floating out in 
the ether, but there is no way for Mario 
to walk or pull himself toward them. 
Plus, where's the Power Star? Perhaps 
those little Silver Stags at the edges of 


"the debris field can help? 


Keep following the path through the 
debris field, catching up with the other 
Silver Stars. When Mario meets a Silver- 
Star, it follows him for the remainder 
of the mission. Pretty soon, Mario has a 
gaggle of Silver Stars in his wake. 





Walk to the platform's edge, facing 
into the debris field. As Mario nears 
the edge, blocks snap together, pulled 
into place by the debris field's strange 
gravity. As Mario walks forward, more 
blocks snap into place. However, after 
several steps, the first set of blocks 
blasts apart. 





The coins in the debris field's upper- >" 
right corner look unreachable. However, 
— . when Mario jumps toward them (on 
| ks and blocks | another leap of faith), a group of red 
4 Y would look if somebody glued them together as triangles snap together to create a safe 
| they snapped into place. landing pad. Similar triangles click 
eT Rae eee together under the Silver Star. 
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The five Silver Stars join together to 
create a Power Star. The Power Star 
soars over to the plattorm on the debris 


fields edge. 


| Space Junk 
alaxy 








AXVIVD ANNE JIVAS 


Kamella, queen of the Magikoopa, 
travels the cosmos with her fleet of 
airships in search of Mario. Bowser 
is too busy with his plotting to 
stop Mario's meddling, so he 
charges minions like Kamella to do 
his dirty work. 
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ario d e Pee sakealat ier on one of 
— Toads! orbital mushrooms. It's just a quick hop to the next Wee 

ario soars across the cosmos, 
 spaceship—the gravity between the two crafts is weak. Mario Rorciog in Ene ee ee ite de 
must blast off via the Launch Star atop the red ship. This sends 7 Peay Ok BS 
him rocketing toward Kamella’s airship armada, a fleet of deep- 
. Space vessels. 
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A pair of Goombag patrols the first sirship 3 deck. Ort 0 of them is TRY in the There are two Toads on the deck, 
middle of the four wooden crates in the deck’s center. Break the crates to earn _ frozen in ice. Free them to learn. 
some extras Star Bits and release the Goomba. Stun it with a Star Bit, then kick oo can pick up and thro 
it off the ship to claim even more Star Bits. After eliminating the Goombas, empty oopa shells to attack enemies and open 
the ? Block on the ship’ s aft—it's full of Star Bits. He locked treasure chests. To pick up a 

ia : * . ~ shell, walk over it. Mario hoists ‘it to | 
nia his shoulder. To throw it, shake the Wii 
Remote..Mario hurls the shell i in the 


straight Ae 























e lever on the de k to ott the gangplank. This ple al the 
airship to a pair of floating sits The rocks are populated by two space bun 
inning Y 


jumping and spin Nepbt the air. Follow the blue bunny across the gap between Ss mS ESS 
MPp Mushroom. (Masia es ing - eR the treasure chests Sckinn the 


‘the rocks to claim 
| et eet “ stairs to discover coins and Star Bits. 
























| Wi . “The Sting Star t0 1h he nex 
i pita ee O0 der rrr: 


Lug a shell up the step and throw it 
_at the Magikoopa when its between 
_magic spells. Watch out for those 

3 fireballs—i hey make Mario run in a 

— circle-un il his biscuits stop bur ning. 
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Jump away from the enemies and _ 
step on ws green spigot handle 
RUC Spin while 

standing on the he op rises” 


pect 





















The treasure chest on the ships aft, 
guarded by the Magikoopa, contains & 


large Launch Star. Use this to zoom to 


A the next pair of aitéhips and continue 
* nee * + the fight. 
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"| Two squid guard 

the gangplank that 
normally connects the 
two airships. They spit 
only fireballs across 
the gap. To knock out 
the beasts and lower ae — 
the gangplank, Mario must throw shells across the gap. Koopas 
trundle along the deck, providing a steady supply of shells. After 
hitting a Koopa, pick up the empty shell and aim for each squid. 


a = a as ~ = a ‘a | Space Junk 


a 
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Mario lands on a wooden platform 
teetering at the top of a ship's mast. 
There's a lone Goomba up here; Mario can 
either push it off with a few Star Bits or 

try to stomp it. Be careful next to the 

platform's edges, though. If Mario falls 
down to the deck, he cannot get back up 
here—which would be too bad, because 
the smokestack leads tp a neat secret. 
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The treasure chest 
on the decks right 
side contains a Life 


wt) | DEAT re te TOS a Oe OE Ce gerne SE ee Oa et 


Mushroom. 





Want a bunch of 
Star Bits? When the 
coast is clear, run toward the tall 
smokestack opposite the wooden 
| platform. Even if Mario spins at 
| the height of his jump, he still 
cannot reach the smokestack's 
lip. So, before jumping, point at 
the Pull Star next to the stack. 
When Mario leaps toward the 
smokestack, the Pull Star goes 
active. Grab it with @ before 
EMR LLL — , —_ 
Release the Pull Star when over The treasure chest on the left contains a red shell. These 
the stack. Mario falls into a | home in on targets, so even if Marios aim is slightly off the 
secret room full of Star Bits. | red shell arcs toward the sguid. 
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There is a small Sling Star on 
| the room's other side that vaults 
| Mario back to the deck. 


After bopping each 
squid with a shell, the 
gangplank drops. Kan 

across the bridge and 
use the Sling Star to | 
reach the carpeted 
deck. Oho deserves 
the red carpet aff the 
way out here? 
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Wicked Kamella rules over all Magikoopa. She uses her size and 
magical powers to intimidate foes, casting dangerous spells that 
| sear her rivals. Mario spots the source of Kamella's power right 

away—a Power Star in the tip of her magic wand. To retrieve 
that Power Star, Mario must defeat Kamella. 


Kamella swoops 
around the ship, waving 
her magic wand and 
casting fireballs at 
Mario. The only way 
to do any damage is 
to throw a shell at o 
Kamella, but there aren't any ¢ on the deck at the battle's start. 
So, avoid the fireballs and look for coins; shoot the lamp on the 
mast with Star Bits to earn one. If Mario has full health, leave 
them be for now. Should Kamella's aim prove true, Mario will 
need them to survive the battle. 
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The key to besting 

4 Kamella is watching 

| her wand. When she 

| taises it and red sparks 
“SS _ surround the tip, she's 
~ SS about to cast a fireball. 

in ae However, if a green mist 

appears, she's about to cast a shell. Mario must grab these shells 

and throw them back at her. After picking up a shell, jump so the 

shell misses the railing and hits Kamella right in the kisser when 

you throw it. She reels back, releasing Star Bits. 






4 Feeling nimble? Spin 
just as the shell is 
; about to hit Mario— 
$3 eee he grabs tt right out 
a of the air. 














_ Kamella vanishes for good. 















ie are two coins on fhe ship’ s ibe, 
but Mario must carefully sidle across a 
narrow plank | to teach them. 





S After Mario Minn | 
%))-s Kamella with two 

—| shells, she calls in 

“ . | teinforcements. Two 
Magikoopa appear on as 

| the ship's deck and 

7 =" — start filling the. air 

with streaking fireballs. (The ucatkaepas never cast shells— 
only Kamella can use that spell.) Mario must now avoid up to 
three fireballs at a time while trying to survive long enough to 
grab a shell. 


If the deck gets too 
hot, consider making 
those Magikoopas walk 
the plank. You can 
throw a shell at them 
and jump on their 
heads just.hefore- they Wace ee i a" 
cast a spell. If Mario waits until after they cast their fireballs, 
the Magikoopa disappear just before his feet touch their heads. 
After dispatching the Magikoopa, Mario has an easier time ” 
managing Kamella’s fireballs. After the third shell to the cn 
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Kamella drops her magic wand, treeing the Power Star. 
Pick it up off the deck to end the mission. 
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Somewhere in the coldest reaches of 
space, a creature spins a silvery web 
strong enough to ensnare stars. Mario 
must go on a space safari to find this 
monster and retrieve the Power Star 
tangled in its sticky handiwork. 
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spiders now. Use Star Bits to stun the spiders and kick them off 
the crystal. After claiming the frozen Star Bits from the ice, . 
walk to the erystal’s opposite end. 


x 





Via the Pull Stars, drag Mario across space. Pull him through 
the coins while traveling between the asteroids. At the L-shaped 
asteroid, use the lower set of Pull Stars to enter the glass- 
covered planetoid’s gravity field. To reach the planetoid's surface, ~ 

= ~—slet Mario drift beyond the final Pull Star. Shake the Wii Remote ge" 
hid their space- to break free of the Pull Star and get captured by the planetoid’s | | 

round for this gravity. 4 Pe 
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e plumber arrives in 
__ the galaxy, he drops down to the yellow 
ship. The Toads beckon him to the red 


ship, where he can reach to a Pull Star | 2! JP| =F q 
-and start dragging himself to the crystal Dp (2 \ Ne 


, planetoid. This planetoid is infested with 
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i See 
«Planets C andj 
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There's land just below the glass ball that encapsulates the planetoid. Near the last = There’ a Aungry Luma on this planetoid! 


Pull Star is a hole in the glass that leads to the lower surface. Several Goomba The goal right now is to reach Tarantox, 
roam the planetoid's interior, guarding Star Bits. Why are there so many Star Bits but be sure to return to this mission later 
on this planetoid? | 4 to check out that Lama. 
| » 
‘ 
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Explore the planetoid’s intesior, - 
* collecting coins and Star Bits. The 
stone circles hide Star Bits, so spin 
in the center of the rings and pick up 
LOL ICOM CIE CORT LORE 
Bits, follow the wooden path through the 
planetoid to find the Sling Star. Spin 
under the Sling Star to escape velocity 
and blast off this planetoid. 

re 





Mario crashes through 
a giant Star Bit as 
he soars to the next 
-planetoid. Quickly run the cursor 
over the Star Bits before Mario 
reaches the next planetoid's 
surface or they vanish. 





I Fountain ji 


Ese li 


Mario lands on the small planetoid, which has a spider problem. 
The fuzzy enemies wobble down a small road. Aim at the spiders 
and stun them with Star Bits, then kick them into the great void. 
They release even more Star Bits—scoop them up as Mario walks 
to the little Toad stuck to a Sling Pod, a gooey bulb that Mario 
can use to fling himself through space. Free the little guy by 
using the Sling Pod in the same way as when Mario is stuck in it. 
The Toad may not have wanted to be stuck to the gooey Sling Pod, 
but using the Sling Pod is Mario's ticket to the Power Star. 


| any on the Sling Pod. Mario nian 


the hand cursor on the Sling Pod and hold @. Drag the pod away 
from its base, creating tension. Aim for the Sling Pod on the 
cube dead ahead. Line up the two Sling Pods and release @. 











Check the rockets bottom. 
Theres a Lite Mushroom 
encased in ice. Grab it—Mario 


needs full health ae 3 















> Several coins arocaught in the wel 
ee ee Run the cursor over the coins to 
it “= Be En drop to the ring that 
surrounds therspiderweb. However, save 
as many of the coins as possible for the 
fight ahead, as Mario may need some 
health pick-ups during the battle. 













There | is a , Sling Pod at the 1 
coins stretching across open ‘space as a guid 6 » lin ini ng Mit ( f Pit a small rock 
covered with ee Lo e only J Tl ween th the | ell and a large, 


















When Mario is at full health, jump to 
e of the small white balls of webbing. 
“este tot ite 








Hes Page etalacdans se Sling 
Pods. Pull back the same way, lining, 

Mario up with a huge ball of tightly > 
vou Min, Break open the webbing — 


and see just what's hiding under there. 
















} ha to throw Mario across space and to the 
Mario senses the PowertStar i8 nearby: 
be ack the “sn Pod. Release to send Mario 


Lumbering at the giant web's center is Tarantox, a three- 
eyed space spider. Those three eyes allow Tarantox to cast 
glances all over the cosmos, searching for prey. The ample 
arachnid's web is full of coins, but Tarantox would surely 
clear a little ecspane’t for a sie like Mario. 
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Tarantox's lair is large enough to support its 
own gravity, keeping Mario's feet on the ring that 
encircles the web. That's good, because Mario better 
start running the moment the battle begins. While 
rotating, Tarantox drools acid from its snout. 


The monster 
stores this acid 
i in pockets, 

“| which Mario 
can pop to stop 
the attack. Use 
the white web 
balls to launch Mario across the ring, breaking the 
acid pockets so Tarantox stops spitting—at least, 
temporarily. 





Ran around 
the ring 
fo spot 
Tarantoxs 
weak spot— 
its rump. 
Blast Mario ; | 
into the weak spot to flip Tarantox on its back. 


Tarantox has three 
red bulbs on its 
underbelly. Hitting 
all three of these 
wounds the giant 
spider, so use the 
web balls to attack. 
Send Mario flying 
into each bulb before 
Tarantox flips back 
over and recovers. If 

Mario successfully 

attacks all three bulbs before Tarantox flips, the monster 
is significantly weakened. And angered. 
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As soon as Tarantox flips back over, ft 
douses the ring in acid. Kun between the 
acid streams, waiting for Tarantox to take a 

breather. 









L Need extra health, but already 
“#° used the coins? Ground pound 
the stone platforms around the 
ring. He shatters the stone, releasing a 
| hidden coin. 











Blast 
Tarantoxs 

rear pouch 

again to tlip 
the spider 


Over. 





Mario has 
less time to 
pop all three 
red bulbs on- 
Tarantoxs 
under- 


(hen 
Tarantox 
falls, it leaves 
behind the 
Power Star, 

; stuck in the 
webs center. Fling Mario into the rings middle 
to grab the Power Star and return to the 

Comet Observatory. 
















i  f- o-oo | 





| AT across the,Pull Stars in the 
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; Quickly antere up he five Star 
Chips of the three spheres to crea te 3 
} a Lounch Star. 





The Speedy Comet casts its 
spell over the. Space Junk a ee! | te re ce NA i 
Galaxy, beckoning M a -_ r + ‘>. «ff Wee 
a idiccwcarsa Power be The Le 
he tio can zip*s etess ne 7 P_ : Seen Vee ws the glass sphere, breaking an ice 
+4 ebris-filled galaxy ang ae aS Or | crystal containing several Star Bits. 
gather th e five Silver St tars if = | Collect the Star Bits before he lands 
fh in ] nder f four minut 2s, the “Sitges — SES | = crea on the rocket ship. . 
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Winch Star blasts Mario around — 
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2 are’ many Ae Is 
| Hi Star Bits littered around — 
the galaxy to distract Mario 
from the task at hand—but 
avoid going out of your way but Mario must tere 7" nless 
| to v piok io me sparkling. he has at least three minutes left 0 
Use the 3 pakiaRuni. e rocket sto 
oa ae -— 3 | Mario to the first er Poe he Pull Stars in the spheres to kes 
= — AZ’ planetoid and wor ge seuss the aly. eats 


- line of coins leading to the next P ull: Sian If Mario misses one, just keep moving 


forward. . ares = at at a> . , ‘ He 
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Pull Mario quickly through the next 
asteroid belt. There are coins in this 
field, but for the sake of speed, don't 
line Mario up with them. Just hop from 
one Pull Star to the next, shuffling 
between the asteroids until he reaches 
+ the T-shaped platform with the spiders. 


No time to lose—run down the platform, 


_ hitting the spiders with Star Bits to 
_ keep them at bay. The Prize Block on the 


platform's bottom is a temptation Mario 
can ill-afford right now. 





Run to the platform's top and free the 
frozen Toads. Watch for the Goomba on 
ice while shattering the crystals. When 
all the Toads are free, their captain 
, drops his spaceship into low orbit. Jump 
* into the ship's shallow gravity field and 
“hoof it to the Sling Star on the roof. 


Ae ie 


bricks and blocks work 

4 >» overtime, snapping into 
place under Mario's feet. 

" |} The goal is to gather the 


/ 7. 
| Fountain 





Speed across the 
debris field. The _ 






five Silver Stars, which 
are in the same places as the normal Pull Star Path mission. Jump | 
across the rapidly constructing-deconstructing platforms to bring q iy 

together the Silver Stars and find the Power Star. Nl oo. 


The Power Star 
appears on the first 
platform in the debris 
field. Hurry back to 


claim the prize! 
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Remember that hungry Luma in the “Tarantox’s Tangled Web" 
mission? It's time to return to the Luma with the rumbling tummy 
and indulge its taste buds with some Star Bits. 
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Watch out for Goombas bumbling about 
on the interior surface. The coon 
are worth a few Star Bits, so spin next 
“to the creatures to stun them, then boot 
them away to pick up extra Star Bits. 









Bits he encounters on his travels as possible. The first planetoid beyond the Toads’ 
spaceships, the crystal, has several Star Bits frozen in ice. There are two spiders 


fete Keep exploring the interior to find 50 
scrambling around the crystal too. Spin to stun the spiders, then kick them into iar Biteeand thon-veturawe the hole i 
space to earn even more Star Bits. ss al 


> | » the glassy outer sphere. Use the Pull 


& 


& | Star to shuttle Mario up to the hungry 


* : 


As Mario is pulled through the asteroid Luma. 
belt, he collects several coins. However, 
Star Bits are out here too. While pulling 
Mario close to a Pull Star, move the 
cursor over the small’L-shaped rock to 
pick up seven Star Bits. The hungry Luma 
will sure appreciate it! 








As Mario uses the Pull Stars to head’ 
for the glassy sphere, he spots the 
hungry Luma..There is also an ice crystal 
with several Star Bits on the sphere’s 
surface, so capture those goodies before 
dropping to the planetoid’s interior. 





Bits. The Lama rewards Mario by 


transtorming into a new planetoia. 








That's a nice-looking planetoid. Whos 
your decorator? 





EO % Somes SSO) 
Mario should have around 40 Star Bits by the time he reaches the planetoid. He 
needs 50, so it's time to enter the sphere and collect the remaining Star Bits from 


the surface. There are stone rings that reveal Star Bits if Mario gives a little spin 
in the circle's center. | 4 
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ey builtin into a massive asteroid. From this position, the denizens of 
ff the system closely monitor any incoming encroachers and launch 

~ countermeasures. Mario must outsmart these measures, which are | 
led by Topman, if he wants to recover this galaxy's Power Stars. We 







Use the parch Star on ‘fhe alias’ § 
surface to blast off to the wooden Yoshi 


head. There's a whole swarm of Goombas BATT sea ll 

ipnhwo thy tlie Poxirstarmiee | Patterogk Barrage 
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Battlerock Barrage demonstrates the defensive measures Topman 
and his tribe have installed on their asteroid. After assembling a 
Launch Star to approach the base, Mario must survive a gauntlet 
of cosmic cannons that pepper the horizon with exploding shells. 
It's a tough ordeal, but Mario must persevere to get the first i 
Power Star of the galaxy. : 







: must eliminate all-the Goombas. 
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Watch out fa an 
little steam geysers on | 
Yoshi's nose; they're right 
on the nostrils. | 
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| ind will give 
you an extra life for each one after the 
— seventh. When all the. Goombas are gone, 
the Power Star appears on Yoshi's snout. 
















has enough gravity to hold Mario if he walks over the ‘dae to check ne wh 
* such as*¢oins—on the underside, but not enough to hold him*permanently. Leaping . 
across the discs is easy, and nouansary, as he must assemble five blue Star Chips to . 

_— oreate a series of Pull ee Cia 
















Robotic Goombas w indie e discs, 
‘complicating Mario's missio .M: atio | 
cannot kick these little enemies off the | 
discs like a regular Goomba. He must iy ee IN i ary — 
stun them with a spin and then stomp eae / Sh ees of it 
weak, exposed bel to finish it off. | , i | eo ™ 








After collecting all five ES 
Star Chips (check under the 


ST ae 


discs), a series of Pull Stars 











r “Mario Rife haces SAT Tethep—a, 
TA) appeat, extending to the Sling however, it doesn't have strong enough | 


| Star that is normally out of reach. -9°@Vityjto-pull him in if he jumps toward) 


1 Work the Pul ach the _it- There is purple robot in the middle of 
sie! Sling Star ali eet the the bottom disc. Bounce on its head—it 















| next section of the Battlerock has a springy neck! Jump on the robot 
= / ba : i ! Ain af of dises again to vault to the upper disc. Walk 
7 | to the upper disc and stand on the blue 
it |S , screw. Spin to drive the screw into the 
rx &) 1-Up Mushroom | dise and make it move. 
7 i 














soid's. defenses. 1 , dozens of ‘cannons on th 8 mrterets fan 
volley after volley into space, using their sheer numbers to keep 
intruders out. Mario must avoid the cannon blasts and remain on 
5 the disc until it passes through the gauntlet of ae 
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} Mario's dise has enough 
y gravity to hold his feet 
| down when he walks to the 
lower half, but those spinning 
| balls that travel the dise's i 4 
| circumference will give him quite 

a shock. Watch out for them when | 
| ducking down to the disc's bottom 
to avoid cannon fire. 


| 
Mario can just hop | 
™} over the short fences. \\\ 




















The dise eventually 
docks next to two 
immobile discs at the 
end of the cannon- 
covered wall. The 
Power Star is right in 
front of Mario, but it's 0S ——_——— 
sealed in a cage. Mario must somehow break the cage open—and 
fortunately for him, two Bullet Bill cannons are built into the 
asteroid's wall. If Mario can taunt one of the Bullet Bills, it will 
follow him across the two discs and blast free the Power Star. 
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“There $ more Har just 0 cannons as fo deal 
with here—electric fences block the The diccueleevetine 
disc's approach. Mario must run between — 4, Buttes Bill cannons 
the two sides of the disc to avoid the 
fences. A line of coins mark the first 
time Mario must duck to avoid shock 
treatment, but future fences can only be 
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has four cages on its 
upper surface. The 
cages are loaded with 
coins, Star Bits, and 
a spring. Mario must —e a 
break open some of these cages to clear a route for a Bullet Bill 
to reach the Power Star's cage. Stand on the disc's edge to get a 
Bullet Bill's attention, then jump behind the cages to trick the 
projectile into crashing. 


1 with a diligent eye. 


The spring bounces 
Mario up to a ? Block 
full of Star Bits. 










Sometimes, Mario rhust stand on the 
discs edge to avoidteo fencés at thé 
same time. Cool moves, Mario, but 


watch out for those balls. 











Theres a 1-Up 
_Mashroom on the 
Es gs NAL 

next to the Bullet 
Bill cannons. Mario 

must stand on the 
discs edge and jump 

The giant coin on the discs path outward to get the 
- extends lines of Star Bits from two farthest Bullet Bills attention, then lead it to the cage. 








‘ cannons. Pick them up with the cursor 
* while’ avoiding the cannonballs. 
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After clearing a path for the Bullet Bill, amore of the Bullet Bills into following 
Mario and then carefully quide it back to the first disc. Les it straight to the cage 
, freeing the pa Star t. 
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Throw a Bab-onnb next to the TTY 
Star cage and stand back. 








— p Star, zooming around the asteroid n 
io has managed to o bait : hes alaxy's defenses, i it's time for the a collision course with a molecule- 
ri ot infiltrate the base "The Pov r Star -actuall ly on the asteroid’s other side, shaped planetoid. Wait—are those 


eo cing Ma rio to go the (3 ~ e rock. ayes + he * Chongps? ; 





Mario st arts on the Battle 
rbit a around id th je astera 1 Ti 
46; but thera'are ao B : 
~ Launch Star? Bol Siabet The moment | Mario Tits up a Bob- anh. its fuse ignite ’ 
giving him only a few seco nds to get rid of Fit before it explodes, Mario can use | Wher Mario lands an dpedimeatiale 
sah FT ng, eed ine lng mission, he drops next to a Bob-omb dispaase He 


3 absolutely must do this), Shiiainy: a ‘path to the Launch Star cage. Sf must use the Bob-ombs to reach a cage 


with a Rainbow Star.on the planetoid’'s 
+e Los * + other side. It's not that far of a walk, 
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but those Chomps make the journey 
difficult. Grab-a Bob-omb and make 
a mad dash for the cage. Throw the — 
Bobzomb down next to the cage and 
dodge the Chomps until it explodes. 


4 
; i 
> 
‘ ~ 
3 ~ 
} ee 
: —— 
t ine: . = 
' . ee on 
; = a c 
: ——— Se s 
A 
é f <4 
: ae 
'  : 
. L. 
: . 
H 2 
DS 
: is 
4< oe 
€ = “2 
a = — SS a eS LCR” 
te ea ens CT ee kena . wd, 
———_ _~ 2 Se SE 
*4 7. “d - — % 
f s ‘i a 
x : } 
{ ic) H 
' a : 
4 
. : 
4 
: 
3 : 
f : 
H ‘ 
; 
H : 
| 
| 
é d 
¥ | 
q 47 : 
¥ ee ; 
5 / A : 
\ j cf 


SSS IES Be FPN BOTS SS ee: SHEED 


Mario lands on a lone disc just outside a 


minefield. The crate on the dise’s bottom aad 


contains a 1-Up Mushroom. After grabbing 
the power-up, walk to the dise’s edge and 
grab the closest Pull Star. Mario must 
pull himself through the field, careful not 
to touch any of the mines. If he does, the 
‘mine explodes, breaking Mario's grip on 
© the Pull Stars. He has only a second to 
grab another Pull Star before drifting too 
far away to recover. | 
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The Rainbow Star : 
B) turns the tables on the — 


| | can blast right through \" (4 

| them, clearing the Wag 

“1 planetoid's surface. 

ee The shattered Chomps 
release Star Bits. These are extremely useful for feeding the hungry 
Luma on the planetoid's surface, which opens the path to the hidden 
star in this galaxy. After you free the planet of Chomps, use a 
Bob-omb to release a caged Luma on the planetoid. The Luma turns 
into a Sling Star, rocketing Mario to an asteroid field. 
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| @ 1-Up Mushroom 


‘*, Life Mushroom 
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Carefully pull Mario through the field, dragging him to the 
power-ups floating among the mines. The 1-Up Mushroom is tough 
to get—Mario must use inertia to float beyond the Pull Star and 
grab it. Before he floats too far away, grab another Pull Star and 
drag him back into the minefield. The goal is the Launch Star on 
the minefield’s far side. 
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Mario blasts though the oe 
treeipg the Launch Star. Now hed 


_, use a Bob-omb to break the cage'on 
When Mario drops to the surface; he lands beside a dome with a rs red button, < the cellingyand jump into another 


Triple jump or backflip up to the button, then ground pound it to release a flurry of cannon. 

* — Star Bits. Pick them up with the cursor before dropping down to the floor of the area. 
There are two spinning spheres that will shock Mario, so keep back. After grabbing 
the Star Bits, jump over the spheres and empty the Prize Blocks to earn coins. 









Use the warp pipe.on the ground to 
slip inside the large structure. Mario 





pops out next to a large cage. There's a fire Mario at the Launch Star. Just as 
hole in the floor inside the cage. With he touches it, shake,the Wit Remote to 
nowhere else to go, Mario must grab a blast him out of the chamber. 


nearby Bob-omb and shatter the cage to 
investigate the hole. 













After jumping into the hole, 
Mario finds himseff in a cannon 
aimed at théceiling. There is 
a blue crystal floating in the 
chambers center. Aim for the 
crystal—the Launch Star is 
stuck inside the ice. 





Mario bursts through the chambers 
wall, zooming through space,en route 
to a colortul rocket ship. 
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(@ 1-Up Mushroom 
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Mario lands near the rocket's base. 
There is a Bob-omb dispenser where 

the exhaust should be. Grab a Bob-omb 
and hotfoot it across the rocket's side, 
jumping over the rotating electrical 
fields. Use the Bob-omb to break the 
cage on the rocket's top. However, there 
is a 1-Up Mushroom between here and 
there, which is well worth the stop. 
Bomb the cage; grab the Mushroom, then 
return'to the rocket's base to get another 
Bob-omb. 












Throw the Bob-omb 
right between the 1-Up 
Mushroom and the cage at — 
| the rocket's top. The blast is big 
enough to shatter both cages, 
eliminating the need for a 
second dangerous trip back down 
| the rocket. 




















\ The hole at the 
| rocket's top leads to 
| another cannon. Jump |) 
me! into the cannon and =| 
_ aim for the Power Star, \ 
| which is in the center 
—————— of a cluster of spinning 
platforms. Mario must fire himself 
straight at the star. If he hits one of 
the platforms, he falls 
back to the rocket. 









‘TOPMANIAC AND THE 
TOPMAN TRIBE 


BATTLEROCK GALAXY * 
Be) eyaat-lalrevem- lace, 
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The king of Battlerock Galaxy, Topmaniac, lords over his galaxy 
from a disc situated high above the asteroid. Reaching Topmaniac 
is no easy task—Mario must venture right through the heart of 
the asteroid, avoiding troublesome traps, to earn the Power Star 
in a man-versus-machine battle royale. 
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The Launch Staryockets Mario to an 
orbiting platform where he m 


a 
first Topman. Perhaps he will take 
Maio to his leader? 





Mario begins his journey on the outer rim of Battlerock Galaxy, standing on a trio 
of discs. The second and third discs in the collection are dominated by two pesky 
Montys, molelike creatures that pop above and belowground to:hassle the hero. To 
defeat a Monty, ground pound tight next to its hole just as the baddie shows its 











third dise. Pick 
it up to make a bunch 


of Star Bits appear. Mario lands softly on the edge of the 


bowl-shaped planetoid. A Luma is stuck in 
a case at the arena’s center. Mario could 
easily pop that cage, but it's surrounded by 
electrical barriers. To shut off the juice, he 
must spincnext to the red Topman twirling 
about the planetoid. Knock it into the 
barriers to deactivate them. 


» a 
Use the Pull Stars beyond the 
third disc to reach the next set 
of hovering platforms. 





Backtlip ont&the tall cylinder to reach 
a Life Mushroom hidden just out of 
view. Kemember, look for shadows to 
sniff out hidden items. 


4 


There is a small Sling Star on the first disc, but a giant robot is guarding it. If 
Mario gets too close, the robot fires a laser at him. Jump on top of the robot to 
stun it. While it's dazed, jump to the Sling Star and shake the Wii Remote to reach 
the middle disc. When Mario touches down, the disc starts moving through a short 
minefield. Dodge the mines while collecting coins. When the moving disc closes i in 
on the third platform, jump to it and head for the Launch Star to blast off. 





After ae Topman short-circuits the® 


cage, the gratetul Luma turns into a 
+4 ie * Launch Star. 





























KOLA right, 
Jumping across the | 
platforms to reach ~ 
a pair of spindles 
over a sea of 


bubbling fava. 


Grab the giant coin 

in the first spindles. 
OMe then pick Battlerock 
up the resulting : Galaxy 

Star Bits. 4 we 
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Run inside the next 
spindle, but wait for 





i lavadh Star sae Mario t to a ledge 
on the Battlerock asteroid’s side..A He Lelie only 
Monty guards some wooden crates— eat cee a mT 
there must be something valuable in |, ae | 
them. Ground pound to shake the Monty a 
off the platform and then break open the 
crates. The one in the back obscures a 
green warp pipe. That's the entrance into 
the base interior. Let's get going! 
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At the halls end, 


spin-attack the arroe | 












fo redirect gravity 

toward the ceiling. 
Mario “drops” to 

the root, 


| ae “As longas CS 
Lg Mario stays 

ee ee 
wall, he sticks to the 
ceiling. If he touches 
CU LOL 
wall, he’s pulled back =a 
down to the 9 eG ET | perry ight in into the lava. 























-scrolling =| 
area, but jis feet a ae y tuck to | 
ee ing. The gravity in this hall is we OL 
artificial, Seariated se aenereente a 4 
. abaperaaiiehes. The arrows point.in 
the direction gravity pulls Mario. Spin 
to knock the arrow around so it points 
‘down, slamming Mario to the floor. 
+* ® a 
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Keep following the 
blue walls to fall 
‘upward into another 
halloay. Jump 
between the ee 


pillars. 



























Topman into the beams. The first Topman 
disables’the red beams. The second 

Topman turns off the green beams. The =. 
door then Te gravity. 
Mario i is pulled into the corridor. + 
Fortunately, there's a launch Star at 
the bottom that rockets him to the last 
planetoid, Topmanaes throne. 
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‘A green warp pipe at the halle enone Mario mo a round Phanber. There: s 
‘another purple robot in the center, emitting shock waves that Mario must jump over. 
Empty the Prize Block to get extra Star Bits, then jump on the robot to make it je 
stop attacking. Now, use the robot's springy. neck to bounce OE RSIELIE LD chi ties ai 


above the chamber’s center. 


va set ildiagite beams. Mario must knock each 
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| bottom of Topma- 





the underside of the floating disc. He must run to the 
disc's upper side, but a cabal of Topmen try to block 
his way. Jump over the electrical beams and avoid th 
Topmen. = 


Topmaniac, ruler of the Topman tribe, spins wildly 
about his throne platform, cutting and ripping 
with his razor-sharp spikes. The boss's only weak 
spot is the top of his head (helpfully painted red), 
and jumping on it causes the spikes to temporarily 
retract.-To bring the boss down, Mario must disable 
Topmaniac's spikes and knock it into the electrical 
field surrounding the arena three times. 
eS Wome Lee 

| immediately goes 
on the offensive 
Dy) when Mario reaches 
2 his arena. His 

= spikes pop out and 
 ) he starts darting 
around the circle. 
Mario must jump 
on Topmaniac's 
red head plate to 

disable the spikes, 
so jump up and use a spin to get a bit of extra 
height. Drop down on Topmaniac—no ground pound is 
necessary—to temporarily daze him. While Topmaniac 
is stunned, he spins in place, giving Mario a clean 
shot at spinning him into the electrical barrier. 
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Mario lands on the -A blue Luma 


e. The. deck, selling 


3 toid’s top to challenge Topmaniac. 






















is on the upper 


power-ups. For 
30 Star Bits, 
Dran’ve ——————__— 
either a Life Mushroom or a 1-Up Mushroom. The 
Life Mushroom grants Mario an extra three wedges 
of health, so buy that before jumping to the plane- 











lamps you can shoot with Star 
Bits to earn coins. 





After knocking 
Topmaniac into the 
electrical barriers 
twice, he calls in 
reinforcements. Two 
Topmen drop into 
the arena and try to 
bounce Mario either 
into Topmaniac's 
spikes or into the 
electrical barrier. The 
two henchmen have 
spikes on their heads, so Mario cannot jump on them. He 
can only spin and deflect them into the barrier to get rid 
of them and clear the way for a third strike on Topmaniac. 
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every Star Bit on these first 








The hidden s star in ‘the Battlerock Galaxy can be found from the ee, into the 


of Star Bits to satisfy its voracious appetite. The satisfied Luma shows Matio the way 






WETS quest starts the 
same as before—he must 
use Bob-ombs to blow apart 
cages that contain Star Bits 
and a Launch Star. Capturing 


five discs is important, so 
check the underside of each 
disc and sweep up any strag- 
glers with the cursor. 
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The Launch Star blasts Mario back to the molecule-shaped planetoid, still 
crawling with aggressive Chomps. Grab a Bob-omb from the dispenser and use it 
to free the Rainbow Star trapped in the nearby cage. Now invincible, Matio can 
bulldoze through the Chomps. This releases scores of Star Bits, so.be ready to 
scoop them all up with the cursor while plowing through the Chomps. 
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Battlerock” mission. Mario must track down the hungry Luma again, bringing a bounty 
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When Mario ve over r 30 none Bits, 
talk to the hungry eM CURLS 


lama and it becomes both a Launch 


pe ertee ee 





Star and a new planetoid. * 


Mario arrives at the new planetoid to discover 
it's covered with junk and scrap. The’ maid 
robot tottering around the planet isn't pleased 
about it either. The robot promises Mario a 
special treat if he helps get rid of all this 
garbage in under just 30 seconds. When Mario 
agrees, the robot activates four Bob-omb 
dispensers. Mario must use these bombs to 
clear the surface before time runs out. 





Thirty seconds goes by fast, especially 
since the’fuses on these Bob-ombs 
haven't been accelerated. Matio can 
have only four Bob-ombs in play at the | 
same time too. Once the Bob-omb from 
a specific dispenserexplodes, a new one 
appears—and not a moment sooner. 











© lamps on the ground as a guide. Throw 
the Bob-ombs as close to the lamps as 
possible. From these spots, the blast 
radius will clear out multiple scrap 
piles. Pick up a Bob-omb and run toward 
the lamp so Mario can make the throw. 
His aim doesn't have to be absolutely 
precise, but the room for error isn’t 
terribly wide either. 














Before claiming the 
Power Star and ending 
the mission, pop the 

lamps with Star Bits to release — 
extra coins. | 
i 
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~ DAREDEVIL RUN 
When the Daredevil Comet rises over the Battlerock Galaxy, 

Mario must return to Topmaniac’s throne and teach the thug a 
second lesson in good manners. Mario has only one wedge of 
health to finish the job, though, and the Topmaniac’s spikes aren't 
any less sharp. 
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When Mario ratuenl fs the scene, he's ‘ii ed di directly on B tho hottomp? 0 MMP 5,0) | cot a star, but now | 
° : by = cant get back. This picture 
maniacs planetoid—no need to push veal the Dareit’ NR se where | om! HELP ME! 


challenge is to safely reach the planetoid’s top, a task c eqgplicated by spinning 
Topmen and electrical barriers. Jump over therbarriers and climb the stairs on the 


platform's upper half to call down Topmaniac and start the fight. Luigi’ s found another Power Star in j 
i 3 . ; - the Battlerock Galaxy—but he’s-been ~ 


trapped in a cage and cannot return 

to the Comet Observatory. He sends 

a postcard to Mario, showing his 

exact location. It's time to return to 
the Battlerock, start the “Battlerock 
Barrage” mission, and rescue Luigi one 
last timey 


| , Getting to t - | 
¥ Battlerocik 1” 









When the battle begins, Topmaniac buzzes around the arena. Mario must stay in 
the air as much as possible to avoid the boss's spikes. Jump on the red plate to 
stop the spikes and stun Topmaniac. When the metal menace is dazed, push it into 
the electrical barriers. After two shocks, Topmaniac asks for help from his olosest 
aides—spiky-headed Topmen. eA 7 ; 7 
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Steer clear of the smaller 
Topman and concentrate on 
Topmaniac. Be careful when 

Jumping—the spiky-headed 
Topmen might slide right 
underneath Marios feet as he — 
comes down. 





* Mario starts his rescue mission on the | 
Battlerock Galaxy's edge, just ag before. ~~ 
Push the Topmaniac into the ° He must collect the five blue Star Chips 






barriera third time to finish + from the.dises to forge Pull Stars that 
the fight and earn the — yank him closer to the asteroid and its 
Power Star. row of cannons. Pick up the giant coin 


to reveal a slew of Star Bits. Remember, 
pocketing 50 Star Bits earns Mario an 
extra life. 


_. 
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When Mario reaches the twi discde ; 








he must use the purple robot to vault 
to the upper platform. The blue screw 
is still atop the upper disc. Spin the 
screw to start an attack pattern on the 
Battlerock. Now it's just up to Mario to 
dodge the cannons long enough to reach 


poor Luigi. | * 
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\ After retrieving the 
| 1-Up Mushroom, walk =) 
3 back to the disc's edge | 
“| and jump out to catch = 
the ire of a Bullet 

| Bill. Its eyes turn 
ated with rage, and it 
changes course to follow Mario. Run ahead and jump across the 
gap between the two discs. If Mario stays too close, the Bullet 
Bill may dip low when following Mario's jump and crash early. 4 
Lead the Bullet Bill right to Luigi's cage and then jump over it © | 
just as the projectiles crash down. il 
























g the anon suntlet remains 
a traaeharonestea The cannons keep 


blasting away, filli g the sky with 
explosive shells. Ma io must dodge a 








shells, surviving the journey to the fin 


two discs on the asteroid’s exterior. 
Here, Mario will find Luigistuck i 
fl r Star w: 
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Luigi rewards Mario with a Power Star—but not just any 
Power Star. This is a green Power Star. It matches the color of 
: the transparent Launch Star on the Comet Observatory. Return to 
me, * ; the Comet Observatory and check out the site. 
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The Rolling pe Galaxy i is like a golf course ancien in ‘the middle of the cosmos, 
eternally blessed with sunny weather and light winds. The planetary system is 
a collection of grassy plat 
Rolling the Power Star, 
challenge for Mario. 




















* 
Atsthe alg pee Mario must | jump one sphere that holds the Power Star. 
He has no means of freeing the spher e, so | | Aust att it across the course until 
reaching the mechanism that can crack this i, course, roll forward 
ORLCRSUELL plata and jump on it. Roll the ball to the ring, = 
5 it "i on, “a 
eee : To control the Wise, | hold the Wii | Remote | us 


perpendicular to the floor. Tilting the Wii Remote 
| from this position rolls the sphere. The farther “ 
| you push the Wii Remote in any given direction, the ; with Go mbas, coins, and Star Bits. *, 

ii faster the sphere rolls. To slow down, pull the remote | course is fairly flat at first, but as he 


back in the opposite direction. To jump, press ®. | rolls forward and starts weaving around 

—— the holes in the platform, the ground 
ee s begins to dip and tilt. Picking up the 

giant coins on the course creates strings ‘ 

of Star Bits. Follow the trails to pick up 

enough Star Bits to earn an extra life. 


























sphere is v: vaulted # a stre ass 
$ are we i icin Ne Sp thi weight. in) rio just needs to roll over the 









jomba | | t 
leone ib em and earn.a coin. he onl catch is that tolling over a 














cr ses — a te fi is dangerous : {Jr armeeeconmee omega full ee 
Y's gol | a Goomba can launch, him over im edae. —»-Uarefu sgshlbasliiasthnsanaieslezads 


adge. lf M ge. 
ea to 0 pick up coins. It takes 50 coins to 
’ earn an extra life, but if Mario keeps 


rolling off the edge while trying for the 





ee 
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s ee coins, he'll leave the mission with fewer 
3 chances than when he started. # 
= | 4 a “a x » 


























a launcher that pops the sphere up to planetoids. The instant pressure is applied to the platform, it 


offers less reward, as the left path has a 
* giant coin that offers extra Star Bits. 
















: Collecting 
the coins 

aa |I| on the hills 

~~ | requires Mario to build 
NW) ee 

| he doesn't slow down at 
| the hill’s top, he risks 7 aN 
| rolling right down the other side—and straight off the | 
‘course. | | 
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The wuhagait is : finally raurehed to Ae last slaform: Roll it it nt 
the blue-ringed hole right in front of the flag. The sphere gets 
stuck in the hole, but the mechanism cracks it open and releases 
the Power Star within. Mario must climb the flagpole to reach the 
star. At the pole’s top, hit @ to jump straight up and snag the 
Power Star. 


t 


Ae curving etone brig’ leads to the 
course's back half. There are even more 
Goombas back here, and LG coins are 


now on small hills. Two ried to ae er ec Galaxy i is no reploes to dillydally. The galaxy 





a hole at the course's rear earns its name from the collapsing platforms that comprise its 
the final platform). The left path is begins to shrink until nothing is left but thin air—and a direct 


incredibly curvy and requires a delicate line between the unlucky traveler and a ravenous black hole. 
touch: The right path just has a little 


gap in it. It’s less dangerous but also 
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Shrinking Satellite brings Mario to the Hurry-Scurry Galaxy for a Power Star hidden 
at the center of a ms shrinking platforms. Mario must retrieve a host of - 






gravity pulls him to an aMortanate sad mi : ———— — 

r To reach the Power,Star, Mario mus 
negotiate an avenue of shrinking 
platforms. As soon as he touches a 

+ platform, it starts to collapse on itself 
until nothing is left. Keep moving across 

the path. of platforms to reach a Launch 

Star that bounces Mario to the orbiting 

~ Cluster of shrinking platforms. . 
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cs 
* ; Dates your natep, i lirie—keon moving 
anon aa Mineo oe 
a before mea plattorm vanishes 
under your feet. * 
= >» 
*. 
* 





There's no time to mess with the 

— Goomba. Let it charge Mario, then 

= jump over it, The Goomba plummets 
off the pat while Mario survives. 
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Ie 
coh There's a 1-Up Mushroom | 
~ ty on the path, but it rests | ¥ 
LL ee Ct || 
| get the Mushroom, jump over a | Zz | 
couple platforms so they do not Ht 
collapse. When Mario lands on | 
the Mushroom, the floor beneath 
it starts to vanish, but Mario 
can walk back across the still- 






The second Mario touches down, he must start moving. The floor 
beneath him is disappearing, and he must collect every musical 
note before all the platforms vanish. Follow the trail of musical 
notes around the planetoid, taking care not to step on any 
platforms that don't support a musical note. Leave as many steps 
in place as possible, just in case Mario needs a safe place to 


stable platforms to reach a solid 
ledge containing some Toads. 
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The musical notes are not in a straight line. Mario must run 3 
around the entire planetoid, changing directions and jumping over || 
gaps left in the surface from previous musical notes. Always kee 4 | 

moving—standing still is the worst possible thing to do in this 
mission. We 








The Launch Star is to the Toads’ left, 
directly under a shrinking platform. 
Jump up to punch the Prize Block as 
manystimes as possible to earn coins 

before the floor completely vanishes. 
~ Mario drops into the Launch Star, 
shake the Wii Remote so he rockets off. 
to the second planetoid. 
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After collecting the last musical note, the black hole at the i 
planetoid's heart transforms into a Power Star. Stand in the | 
center, or “side,” of the planetoid and let gravity do the rest. 
Mario falls through the planetoid's disappearing surface, but he 
drops straight to the Power Star. 
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At the edge of the Fountain Galaxies, Mario finally catches up to Bowser. The Ba 
TRU CC | 
but understands that if you want something done right, you es 

he tyrant takes a moment away from his plotting—why, does \ 4 ff 

Bowser need a Star Reactor, anyway?—to stopeMario's meddling before he can ioomememn 
e Ea al 

ecover any more Power Stars. ' : 
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The Fiery Stronghold is a strange . 
castle in the cosmos that leads 
across deep space to the King's 
secret Star Reactor. Mario must 
survive the palace's tricks and 

traps to finally reach Bowser and 
challenge him to a duel on the 


Mario touches down at the beginning of 
a colorful road that loops through the 
heavens. The road has enough gravity 

to hold him while he walks upside 
down, collecting coins from the winding 


spherical Star Reactor, a powerful highway while avoiding fire ‘7 Mario 
machine fueled by a Grand Star's can just jump over the fire traps—he 


a) | aa energy. If Mario can, push Bowser doesn't risk escaping gravity and floating 

al ‘out of the galaxy, he can take = cee 7 | 

Liat Bees the Grand Star back to the Comet = {( ) B® = 
Observatory. # yee ce >: ia 














te * When Mario reaches the castles 
exterior, a Thwomp tries to smash him. 
(Wait for the stream of Hames trom * 
: the nearby cannon to cease before 


lacking under the Thwomp. 
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must head right until he’s standing 


platform back toward the magenta wall and jump up to be yanked 
_ to the ceiling—er, floor. Avoid the fire trap and Thwomp, then 
=; |} jump on-the yellow platform to move away from this crazy wall. 
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in blue and magenta. This isn't just a 
paint job; it’s a clue about the direction 
of gravity. Blue pulls Mario straight 
down while magenta pushes him up. With 
a black hole sucking in all free matter 
just below the wall, Mario must use 

the gravity fields to keep both feet on ry 
firm ground. Walk to the right until he | (@ 1-Up Mushroom 
reaches three coins. Jump straight up to | & Life Mushroom | 
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grab the coins and be pulled up into the : ini 
magenta wall’s reverse gravity. at a — 





\) The yellow platform 
| drops Mario off on a 
| stone wheel. A fire 
| trap rotates in the 
| wheel's center. The 
wheel has enough 
rr gravity to hold Mario, 
so step off the platform and immediately jump over the first row 
of fireballs. Grab the 1-Up Mushroom and then walk straight up | | 
to the red carpet. | : 
































After jumping over the fire trap, Mario — 
directly over a sliding red platform. The There are several cannons that spray fire across the path, so be 


platform is in the blue area, so as soon ready to move as soon as Mario ducks beneath the Thwomp at the 
as Mario leaves the magenta wall, he’s wheel's top. 


pulled downward. If the platform slides 
_away While Mario is in the air, he'll drop 
, straight into the black hole. Ride the 
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This fire trap is tricky. Stand | 

beneath it and duck, waiting | 

for the moment all six arms 
are pointed away trom the next 


| 
| 
: 
hi 
; 
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* 
(hen Bowser gpots Mario 


advancing, he roars intoraction. . 
The Koopa King starts spitting 
fireballs at Mario while he runs 

along i é chec sf ered path that ~ 

ee 1s traig ight to tt he. towers top. 
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The Koopa King is tired of Mario 
always interfering in his plans. He 
hopes to finally set him adrift in 

the cosmos, sending him far into the 
coldest reaches of space. Surely the 
great hero of the Mushroom Kingdom 
has the strength and cunning to stop 
Bowser's plans and avoid disaster? 
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No finetiatand around— 
those freballe are destroying 

the stairs. Mario doesn’ 
hurry, he “fall into dee, pspace, 























Bowser pulls Mario up to the 
Star Reactor's core, a sphere that 
hovers in space. Beneath the glassy 
€0 2 CO | —.. fll surface, the energy of the Grand 
oes Quietly opin to shatter | ie ., ay ey sai || Star pulses. That energy is Mario's 
ae 2 and grab the necessa y | es a a i, chance for victory, if he can somehow 
oe hace a de fee = > 7 3 A } Oe OS Ce 
‘remaining steps. en oe yy more pressing matters right now, 
though—namely, Bowser's stomping 
is sending shock waves around the 
sphere. Mario can either jump over 
the shock waves or stand on one of 
the green metal platforms to avoid 
the attacks. 
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After the 
shock waves fail 
to shake Mario 
off the reactor, 
Bowser leaps 
high in the air. ¥ J 
He's about to come crashing down on Hla rle—esi S 

| the hero's chance. Use Bowser's shadow as a guide. 
His darkened outline on the surface reveals where 
he is about to land, so steer the tyrant to one of the 
blue plugs holding back the star energy. 


When Bowser | 
pulls himself | 
together, he 
breathes fireballs 
across the 
planetoid, and he 


stomps several 








shock waves in 
hopes of knocking 
Mario off his feet. 





















| | Bowser 

| | crashes | 
* 7 through the | Coins on ree reactor ‘will refill | q | 

| surface, Mario's health. He must trick mii 







burning himself Bowser into crashing down on one 
| of the green platforms to release a coin. | 
Of course, now Mario can no longer 


| use that green platform to avoid shock 


2x70 | FEL 


on the pure Galaxy 


| star energy. The oe King tucks tail and 


| runs, leaving a trail of smoke in his wake. 


| Knowing he 

| is vulnerable, 

| | Bowser runs 

| away from Mario 
until he recovers 

| from his injury. 

| Bowser is faster than Mario, so the bets cannot catch 
him. Instead, he must turn the tables and confront 

| Bowser directly. When Bowser changes direction, 

| Mario has just a few seconds to rush in and hit # 

| Bowser's tail with a spin attack. 


After the 
second successful 
attack on Bowser, — 
=) the brute starts 
x7zq, to get wise to 
= Mario's trickery. 
When his tall i is on fire, Bowser manages to make 
faster turns while retreating and can run farther 
than before. Watch his position through the reactor's 
glassy surface. Again, hit Bowser when he changes 
direction. Bowser will turn to flee, but he's so tired 
he must stop almost immediately, giving Mario a 
clean shot at his tail. 


x72 


| The attack 
flips Bowser on 
his back, where 
he is completely 
helpless. He 
slides around the 
reactor's surface, spinning out of ‘control. Mario must | 
intercept Bowser and hit him with a spin attack to | 
launch him off the reactor. Mario must hit Bowser | 
| 
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like this three times to win the fight. 
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One last strike to 
Bowser while hes - 


the tyrant ini 
back to the tower. 


Bowser crumples to 
the ground in front of 
Mario. Hes down, but far Bowser abandons the Star Reactor, 


from out. Bowser pulls é —~< ‘“ though, leaving Mario the Grand Star. 
himseff up and retreats i Ef This star energizes the Comet Obser- 
even farther out into the A ra A772 ~—s- vatory enough to open the Kitchen Dome. 
darkness of space. , Mario flies back to Rosalina's starship, 
ready to continue his adventures across 
the heavens. 
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OU 
whirling obstaclessand =. 
across dangerous empty 
expanses. If Mario can 


ay jump from’pod 
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Mario touches down rig 
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~The Sling Pods soon give way to Pull Stars. Fling Mario intoa == || 
minefield loaded with Pull Stars and grab hold of the closest star. || 
Hold Mario in place to stabilize him and then carefully move from ||, 
Pull Star to Pull Star in the minefield. If Mario even grazes a 

mine, it explodes and pushes him free of the Pull Stars. 










Between each Sling Pod age at least 
two-or three obstacles that Mario must 
avoid. Avoid the cannonballs streaking | 
across the cosmos—wait until the rd Ss) HW uety:Seuecy 
moment before the coast is clear fo pull . | , aay 
back and release Mario, firing him to the 
next Sling Pod. Rotating metal plates 
serve to deflect Mario from reaching the 
next Sling Pod, so wait until the time is 
right and whip the hero through the gap. 
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Use inertia to let Mario drift past the Pull Star next 
to the 1-Up Mushroom. As soon as he grabs the 
power-up, immediately latch on to a Pull Star lest 

the hero simply float away. 








2 Mario soon reaches two Sling Pods 

divided by at least six cannons. There 

(S NO timer on RES Fil so watth the 

cannon patterns. Just as the cannon 

volley i is a release Mario 

SO he soars between the cannons _g 
“s the bursts die Coan 
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A giant coin fille the skies with Star Bite. Sling Mario to the 
coin and then catch him with a Pull Star just as be grabs it. I" 

























After exiting the minefield, Marid'returns to a path of Sling Pods. Fire traps 
rotate between the Sling Pods, so wait until the incendiary lines are parallel with 
the lines between the Sling Pods before flinging Mario tothe next one. A t-up 
Mushroom lingers close to the edge of the fire traps. ' 


Hi- 


‘Follow’the arrow, slinging Mario 
to a pod just beyond four small fire 
traps. From this Sling Pod, Mario has 
a straight shot at the Power star. Six 
metal plates circle around the stars 
going in different directions. Watch the 
patterns and time Mario's lauitth for the 
second before a clearing occurs. He sails 
right through as the plates are perfectly 
out of alignment, grabbing the Power 
Star and ending the mission. 
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Throwing Mario to the Mushroom sends him to a tough position, stuck trying to 
thread the needle between two fire traps spinning in opposite directions. Wait until 
he fiery lines are about to pass each other, then rocket Mario to the Sling Pod just 
ext to the cosmic arrow formed out of carefully placed Star Bits. 
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y A Take your time in 
_< patterns of the traps so you can n perfectly time 
your throws with the Sling Pods. 
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The Beach Bowl Galaxy is home of the penguins. These birds are just beginning swimmers, under the tutelage 
of the coach emperor penguin. Maybe Mario, too, can learn a thing or two about swimming in the sea from the 
coach. 
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BEACH BOWL GALAXY 
Sunke 













AXV1IV¥9 IMO8 HDVIS 


The coach is having trouble with his students— 
there's something sparkling underwater that is 
distracting the»whole class. Would Mario mind 


getting his feet wet and cleaning up whatever is 
a today’s swim lessons? 
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The five underwater Star Chips are 
located here: — 


The Beach Bowl Galaxy is a peaceful:place when Mario fouches down on the sandy 
beaches full of'sunbathing penguins. The little birds should be practicing their — 
swim lessons, but the emperor penguin confides in Mario that some sparkling 
treasures underwater are distracting his pupils. If Mario could get rid of the * 
distractions, the emperor penguin will be most pleased. 
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The goal of this mission is to assemble five Star Chips to create the Launch Star 
that vaults Mario close to the Power Star, but first make a detours Swim away from MS) aly 
the emperor penguin to the shallow ledge on the planet's opposite side. There isa en exe tn the nen * 
trapeze above the ledge. If Mario jumps off the trapeze at the height of its are over pan Chin. Qwait Ntirouind the nh 4 
the water, he drops tight down toa 1-Up Mushroom, a of Men Saad,s, 
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vi ics If Mario keeps exploring dry land, he discovers 
ss fe 8 : thy coins tucked in the fronds of the palm trees. Walk 
irks | | pare change. 


The five Star Chips are underwater, so Mario 
must dive into the drink and start his search. 
LCR CELLU CM LUCK ELCUMESUM ELC BLTES 
oxygen levels. When the meter above his head 
turns red, Mario must surface as soon as 
possible. If he fails to surface by the time the 
meter runs dry, he starts losing health. Within seconds, Mario must restart 
the mission. 














There are bubbles in the water, though, that refill his air supply. Some 
bubbles gurgle up from little spouts. Most of the coins underwater are inside 
air bubbles, too, so if Mario picks up a coin, he also fills his lungs with 
oxygen. 











mt 
After landing on the upper —_ “= 7 Y — 
plateau, Mario spots a giant coin. | 7” wa 
Grabbing the coin starts a trail of 
musical notes that snake around 
the plateau, bringing Mario 
dangerously close to enemies like = 
a Wiggler and Piranha Plant. Mario must dodge these baddies and 
keep chasing the notes. If they disappear, he misses the treasure 
revealed after grabbing the final note: a 1-Up Mushroom. 



















’ Before using the 

~ Launch Star to blast 
out of the ocean, collect 

| the remainder of the coins to 

| replenish any lost health. 






| 
| | the water pool below it prevents him from executing a triple 
8 | aE BE jump. There is a blue switch on the ledge just above the pool. 
—a =m), ~—sdf Mario pounds the switch, a walkway appears beneath the 1-Up 
Mushroom—but only for a few seconds. Mario must jump up and 
scurry across the walkway to grab the mushroom prize and reach 
the upper level. 4 









After grabbing the 1-Up Mushroom, zero in on the next blue 

switch. Ground pound the switch to create another temporary 
structure: two wooden walls. These appear for an even shorter 
length of time than the walkway, so Mario must quickly wall jump 
to the ice crystal at the plateau’s top. 





the middle — 


the Wii Remote to rocket out of the sea 


and zoom to a dry plateau high above the 
water. The Power Star.is on a ledge up 
here, but the ledge is too high for even 
Mario's expert jumping skills. How will 
the hero ascend the ledge and grab the 

ae ; 

h treasure? 
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Look in the pool at the waterfall's 
top—there's a warp pipe under the 
rippling water. The pipe leads to a 
secret room with a wall covered with | 
breakable bricks and a giant coin at | 







A SIN PADIS ADELE IT 


| the top. The giant coin turns all the 

| bricks into Star Bits, but since gravity 
| keeps Mario's feet on the room's floor, 
| how can he reach that coin? 





Now that Mario has collected the shiny Star Chips that were distracting the penguin 
pupils, the emperor can now effectively teach his swimming lessons. In fact, Mario 
can even go in on the ‘schooling, diving ¢ dows to paddle with the penguins and seek 
oat a golden win, = 





{ 





. 





Break bricks by spinning next to 
them, essentially carving stairs out of 
them. The fewer bricks Mario shatters 
| the better, since he wants to maximize 
the number of Star Bits collected. 
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At the walls top, jump over the lone 
Goomba and make a dash for the 
| giant coin. As soon as Mario touches 
this vantage point, Mario can see All the coins on the palm trees. Carefully walk up the coin, the bricks turn into Star 
=| the bended trunk of the palm tree that extends over the water. Grab the coins from | Bits, and be falls to the ground as 


= here and then jump out to the other palms for even more booty. sissies ate berated 


tO SCOop Up as Many Star Bits as 


; : 4 a 132 p nas * | possible before they vanish. 
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“However, before el  begi ins, a ound th e island for extra treasure, such as. 
coins. Jump up the grassy sy hil Iside to o reach a ‘pool at the top of a waterfall. Fi 
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Before heading up to the Jo 

emperor penguin, play with the | | @ os 

shell and pick up the coins in |” 

the water. Mario can halt the (= 

shell by pressing @. The brake rie - ae ~ 
light turns on, and he can point “28 ea 

the shell in the direction he wants to travel before releasing ©. 

A beam of light is emitted from the shell's front that indicates | , 
which way the shell will go when you release the brakes. . BedSBIB iw! 
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After Mario talks to the emperor penguin | ban eS SaRaee S/he oy ee By D : 
and starts the lesson, he must dive ( , Sgr, eee A Ghostly Gala 
into the water. A group of penguins is 
swimming laps around the bottom of the 
sea. The lead penguin pulls ahead by 
holding on to a golden shell) which acts 
as a makeshift engine (the shell even has 
brake lights). 























BEACH BOWL GALAXY = 
The'|Secret Undersea * 
eg. 
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the golden shell from the lead penguin. 
Since he cannot swim as fast as the 
penguins, he must cut the group off. 
Their traffic pattern is predictable— 
they keep pee abe the seafloor 
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‘ina circle. Cut actoss and swim right 
to the leader. Shake the Wii Remote to 
grab the shell. saber 
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Mario toured both land and sea during his first two excursions to 
the Beach Bowl Galaxy, and now he must explore a secret cavern 
that leads to an offshore planetoid. 
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The shells regenerate after Mario | 

throws them into treasure chests,-s 
simply swim back to a previous spot and 
pick up an extra. Steer the shell toward 
the large circle in the rock wall. There's 
a penguin in front. of it, checking it 













\\ 


Sacer =— ——or 

The shell shatters. hie. sthne seat 
revealing the secret cavern. The penguin 
encourages Mario to explore what lies on 
the other side. 








After collecting coins and Star Bits on x land, Mario must dip into thy oven mi 
find a green shell. There are multiple shells on the ocean floor; just swim into one 
to pick it up. Now, Mario can speed around the sea in style. 


To open theitreasure chests on the 
ocean floor, throw a shell at them. 
Some of the chests just contain air 





bubbles... 7 
" ‘The waterlogged tunnel leads Mario 
to a hidden passage beneath the sandy 
but the treasure chest directly tn beaches. There are several crates in 
front of the secret caverns entraneeé the room that are full of goodies like 
contains a 1-Up Mushroom. | Star Bits.and coins, but watch out for 


bats. They flit around the ceiling, diving 
toward Mario when he gets too close. 
Shoot the bats with Star Bits to stun 
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them, then walk up and kick them into 
the wall to earn more Star Bits. After 
clearing out the bats, smash the wooden 
crateragainst the fence in the caves 


Pre atte 


rear. This reveals a small opening Mario 


can slip through. 


Pee oe 





The Launch Star rockets Mario. 
to the Cyclone Stone, a spinning 
aerial platform high above the 
penguin-filled beaches. It is 
covered with Thwomps. Mario must 
rush across the Cyclone Stone, 
negotiating its winding pathways 
while avoiding-the crushing stones 
that rumble across the surface. 


When Mario lands, he immediately 
sees a 1-Up Mushroom on a platform 
that is too far away for a regular jump; 
however, a long jump vaults him right to 
it. Mario gets an extra life out of this, 
and after hopping across the shrinking 
step, he bypasses the first Thwomp 
entirely. 




























@. 1-Up Mushroom 
$Y Power Star 













in the cave floor just 7 j 

beyond the fence. | | 
NT Are \ a 
| plag to reveal a hidden Sv 
Sling Star, but look ) . 


J out fora pair of bats. 
























The main threat on 
the Cyclone Stone is 
the rolling rocks. These’ Hh 
stones are hollow but | ii 
are still heavy enough 
eee to squish Mario if he's 
caine — * caught underneath 
them. To survive these cube-shaped monsters and cross the Cyclone | 
Stone, watch their movement patterns and head for the square on | 
the path that matches the lone missing side of the cube. Mario can 
stand inside the monster safely as it slams its empty side down on 
the path. As soon as the stone moves on, he must run away because : 
that monster always rolls back across the path. 5 


tothe A 


JSump to the rotating | 
platforms in the 
Cyclone Stones 
center. Carefully 

Jamp across each 
platform to reach the |} 
planetoids other half ‘X& Oss 
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Use the. shrinking | 
platforms as 
shortcuts, avoiding 
the monsters 
as they roll and 
stomp across the 
regular path. 

Long jump across 
the gaps between 
the shrinking 
platforms. If Mario 
misses a jump, he 
falls straight into a 
black bole. lf he'o i 
about to. miss a jump, shake the Wii Remote to spin and try to 
salvage the jump. 


Hop on the sliding : 
stones on the 
planetoids center 
to pick up an extra 


/ Up Mushroom. 
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The Power Star 


is (nside an ice 





The winding path on the other side of the rotating platforms 


crys stal at the 


leads to the Power Star. There are several rolling rock Cyclone Stone’s 
monsters on this path, though, so watch for spaces where end. Smash the 
Mario can safely stand as the brute harmlessly rolls over him. © crystal to recover 


the Power Star. 
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)) The hidden Power 
| Stari is available from 
the “Passing the 
: Swim Test” mission, 
OR RU 
| penguin and enroll 
in swim school. 
») Now, slip beneath 
_the waves and chase 
| down the swimming 
penguins, cutting 
across the path of the 


leader to steal the 
golden shell. 
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The Beach Bowl Galaxy's hidden Power Star requires Mario to we thy Py ex ez 
slip into a new set of threads: the Ice Suit. Ice Mario's chilly 
feet create icy lily pads on contact with water, allowing him 
to run across lakes and pools to reach new areas. Ice Mario 
can even freeze a waterfall, turning two cascading chutes into 


a wall jumping opportunity. How cool is that? 
+4 ie * + 
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The Launch Star leads 
to a planetoid high 
above the beach, in 
Oe nen eae ee pact the same orbit as the 
Swim back to the surface. Climb out Cyclone Stone. The 





of the water and head for the big beach. planetoid is dominated || genes ore] 7 "Galan 
Cross the island to the right, seeking out —_—-by a lake and several moo — ) 
a treasure chest near the planet's edge. waterfalls. There's no apparent way to reach the ledges i in itis sky 


above the falls, but the giant coin in the sky offers a hint. How 
can Mario reach that coin? 


2 ervZsor .. 






Mario can fling the 









































" ~ golden shell at the 
| Gringill in the caves on 
the seafloor. The top Gringill 
releases Star Bits when popped 
with the shell, but the lower \ an: y) ? 
| iepany iphcbaaac ce ees 1} ‘Therete' a Catanusel bumbling on the ‘ilanetoid! ‘ other side. 
the shell. After using the shell Cataquack’s love to flow people around, so walk over to the 
on the eels, Mario just needs friendly fella and get its attention. Lead the Cataquack back 
| to find the school of penguins across the wooden bridges in the water. Stand under the shadow 
again and re-steal the golden of the giant coin and wait for the Cataquack to catch up. When it 
Fic dla! reaches Mario, it bounces him high into the air with its bill, 4 
DOP el Te ee = an across rite lake's durfies to the waterfalls. ‘Wall jump back 
 eheston the Beach 70 reveala secret’ and forth between the two falls. When Mario touches one of the 
ET saad yee falls, he creates a frozen surface he can push away from. The falls 
are high and the Ice Flower's effects are not permanent, so wall 
jump as fast as possible. 
ae 


; all wi 
, 91 



































Arhera i is parither he Flsver at the bow! $ sae: Grab the Ice, Flower to becand Ice 
Mario again and start walking across the lake. Another Cataquack follows Mar 
his trail offrozen lily pads. Guide the Cataquack to the small islands in the la 
There are shadows in the center of each island, revealingcoins high in the air. 
When ine Cataquack reaches Mario, it masts him straight up to get the coins. 





ry the top of the falls, u use ile wall: | 
Sling Star to bounce up to the next ledge. 
The camera pulls way back to show the — 
icy bowl at the planetoid's top. The Power 
Star is up there! Still using Ice Mario's 
powers, jump to the next falls and wall 
jump into another Sling Star. Now Mario a 6), ate 
can jump straight up and spin to reach the ee Teme Ua * 
final Sling Star. This shoots him to the 5 ¥ - 
frozen bowl with the Power Star. : : ns ras 













BEACH BOWL GALAXY 
Fas ey on * 
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The Fast Foe Comet signals a return to the Cyclone 

Stone. Mario must again cross the winding path on the 

planetoid, but now the Thwomps slam down at double- 
£| speed. Avoiding the rolling rocks and crossing the 


BS rotating platforms was tough before—but the comet's 
£ influence makes this mission even more manic. ) 
2 * wi 4 P ss 


on 





=a 





















The Fast Foe Comet also affects the 
platforms—they move faster, too! 










Chances are, Mario will stumble -at least 
onceron this course, so start the mission 
by jumping to the 1-Up Mushroom. After 
hopping back to the main path, start 
ducking and diving around the Thwomps 
and duck into the empty sides of the 
rolling cubes. 














t to the rotating 


> as, . 
platforms in the planetoid’s center. Be” 


mindful of the extra s ve of the rocks 
on each side of the cen dl 


As before, jump ¢ 















h Yeueel | 
. ita “4 4 “Ape o. . 5 - 
ral platforms. -—- Duck under the (a: shen if risaaintodee 10 Gn 
ay PARENT nays See ee SULRKR Ute 1G IOot §HWOMIP Which) I fel ety reé om Ott ae & 
! a j ea 7) ‘ ’ 
F " ‘a: i jaa 55 } a) qe s AY e i. pa a a7 | \ : 
Grab the 1-Up Mushroom ling apuahvthe ice. craatalto tree the Paani 
Oe No ht a dhs CAA h S Sew eee! : fFsUAOTs 193G IO ii Uyoorcsi tO fe 2] tF1G € COHOGI Witt, 
i, p = = 4 £ =>M4 / 


Fol ge ann 
 plarrorms ang tnen cross to tne yc one 


Stone's bac half to run for the Power 
garetts “a Ariat. 
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Deep in the dakaatisentaes of space lurks a galaxy haunted by restless spirits, but 
the pursuit of Power Stars trumps any fear of things that go bump in the night. 
/ > * 2 






Luigi and his iin 
mansions—Mario's 
brother just cannot 


el h of them. * “Three Goombas patrol the planetoid, 
wever, without his. but in keeping with the galaxy's theme, 
Pol tergust 3000, Luigi they wear jack-o'-lanterns on their. 
gets stuck in the depths heads. Mario cannot stun these Goomb g 
of the haunted house with Star Bits—the pumpkins deflect 
and requires Mario's any damage. To get rid of the little 
assistance. If Mario can terrors, Mario must either spin into 
spring is brother, Luigi them, perform a ground pound on them, 
will dedicate himself to gr pick up the hidden Rainbow Star 
helping Mario locate the — a rock to the right. Spin to 

' rock ek and pick up th ainbow 
1 tun ie through 
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Qhile invincible, run through the arch 
and down fig foisting path that leads 
| leg: the haunted mansion. A Chomp 

q _ rolls through the front door to greet 
Bae Zp Mario, but the Rainbow Star's power 
ay # . ¥ ‘Se shatters it into a a shower of Star Bits. ¢ 


itial apt ETH hon the Gho ot y Galax om eS Sta on tk e Ves fo 
Te . Lau nch Sta t launches Mario a pace, dropping him down =|} ‘es f 
iy i, 


com seh rm in orbit of a giant, floatin 1g Fanrteogan, Maz o must find 
may inside it mansion te rescue Luigi, but first—Goombas! “age 















| eae 
“ye 





With the Chomp out of the way, pick 
up the coins on rhe bridge and enter 


+ aK 130 et + * the mansions foyer. 


























As Mario climbs the stairs, a Boo pops out of the painting on 
the wall. Mario must turn around and lead the Boo into the pool 
of light on the ground floor. When the Boo is caught in the light, — 
it vanishes, leaving behind the key to the upstairs door. j 



















The house is indeed haunted—by Boos! 
When Mario's back in,turned, the ghosts 
creep up on him. When he turns to face 
a Boo, it stops and disappears. To dispel 
the Boos, cast a little light on them. 
Spin to activate the blue switch near the 
front door. Thesswinging chandelier casts 
a pool.of bright light on the floor. Lead 
the ne into the light to make it perma- 
_nently disappear. 


Before leaving, pop the Prize Block on the landing to earn 
Star Bits. 


The next room is under the spell of some wacky gravity. Ramps 
along the floor allow Mario to run up the walls, escaping the ~ 
toddling Goombas wearing pumpkin helmets. To escape this 
| chamber, Mario must collect five Star Chips. They float around 

—== the room, so Mario must cross all four walls to chase them down. 
Smash the coaiBiden crates Watch out for the windows—there’s a black hole in each one. 
-in the foyers corner to pick up 

some extras Coins. 


+ Theres a weak spot 
on this chambers 
ceiling. Ground pound 
the spot to break 
-” _ through the ceiling 
and discover a secret 
room. 


| hc rn Fk Puls 
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| What self. respecting haunted marition woul n't have a*secret ‘oom?,This tall , he odor reveals 4 narrow hallway | 
library is, equipped with a series of small Sling Stars that bounce Mario around the _ containing two Boos. Each Boo ha 4 
room—hit the switch on the wall to discover why. Coins swallowed a coin, which is visible w *: 


negprea | in long columns: Sf 
is to rocket between the ' Mario faces them and they disappear. 





between the Sling Stars. Mario has only about 10 secon 
Launch Stars and pick up the coins before they vanish fesmanealy It’s time to While the Boos have stopped moving, 

head back through the hole in the ceiling and keep collecting Star Chips to finish jugp over them. Turn away from the Boos 
alia the Sling 8 get out of this room. so they float toward Mariox Lead the Boos 
| scone into the pool of light at the hall's end. 









7 








os § 





Wario’ is blasted to the! 4 
the hauated mare | : 







paar nt 











2 
rere the new room, Matio cpote.2 a 
giant coin. When he picks it up, a Boo ; 
‘ Mushroom appears in a tiny alcove in the» —. 


| ee ; coriter. This special power-up transforms 
|r is behind Ah trapped Mario into Boo Mario. Now he can float 
a tiny |room inside he mansion, * through the air, temporarily disappear, and 
















must find a fee" Yo to pass through -sglid walls, just like a Boo. 
save his bkother. ies We 


or Sih 


| hie aap inthe We vall kway 
Pull M Mar io tothe mic ddle P Pul 


ihawila 


et ti sels Is 










fts Boo Mario! | | 


£ ‘of liane The ae opens the es or roth t 16 
A - right. 











Ms 





next toa tall bookshelf, but without a 
solid physical formij-Boo Mario cannot 
take advantage of it. Glide into the pool 
of light to dispel the Boo Mushroom's 
effects, = : 4 
\ 
Somewhere deep in the Ghostly Galaxy lurks a spirit with the 
. need for speed. Mario must seek out this spectral thrill-seeker 
* ; named Spooky Speedster and challenge him to a race through the 
cosmos. If he can best the Spooky Speedster, the zippy ghost + 
will hand over its Power Star. 
* 


- To make Boo Mario disappear, give 
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Cd —s a | D 50 6 






Use the spring to vault over the bookshelf and join Luigi. 

Mario's brother is sure glad to see him. Luigi shows Mario the 

ee. ee Power Star he found while exploring the mansion. Together, with 
coin. Thie frees the (Up Mushaaben the Power Star, the two brothers escape the galaxy and return to 


in the nearby portrait. Yow Boo Mario the Comet Observatory. 
can pick it up for an extra life. 


Float to the rooms top by repeatedly 
















| Now that you've rescued 
| Luigi, he will help Mario 

| find the missing Power Stars. 
| Luigi searches out a single 

| Power Star in three galaxies: 
| Good Egg, Honeyhive, and el . 
Battlerock. When he finds the Power Star, he sends a postcard 
to Mario—not to brag about his accomplishments, but to request 
a rescue. The postcard shows a photo of where Luigi is in the 

| galaxy, giving Mario a hint of where to start looking. 
























the Wii Remote a little shake. When he 
turns transparent, he can slip through 
the grating to the small library in the 
rooms back corner. There is a spring 
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The start of this mission is largely the same as the Luigi rescue Mario just. , fianch ition bliieta: Mario throuab 

finished. A Launch Star on the base of the green Toad spaceship launches Mario to a space, zooming by bomb-shaped 

platfornt haunted by bats and pumpkin helmet—wearing Goombas. The Rainbow Star . ge Star Bits glisten on the 
p 


is still in the rock forme i) shatter it to turn invincible and run roughshod all fanetoids, so have that,cursor ready 
fe eres 


fo Scoop them up. 








‘After clearing the platform and picking up the*esulting Star Bits, use the series 
of. Pull Stars to drag Bee to dae sting) Star i in front of the mansion's alinesing. 
front door, : 











4k 












aunt inte i 7 s son ioe rio talks t to the ne ent the rime | 








ready” for the tun through a field of Pull Stars The The race begins! The Spooky — 
ed th e Pull Stars to fly through space, but with no Boo Speedster takes an early (ead, but 
Mushroom in eer Mario must oer on them to reach the finish’ line. keep on the ghost by aloagreaching 


for the next Pull Star with the olin 
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 Shorteut aleril There i is a canal Sling § Star on the 
Z course's outer edge, around the next corner. Float 
Mario into the Sling Star and shake the Wii Remote 
| to blast ahead of the Spooky Speedster. Now it's just a SNe, 
matter of holding the lead to the finish line. |< 









When going into the first corner, watch 
out tor the huge racks of meat. Mario 
bounces off these tf he hits them, 
wasting precious seconds, 











Ghostly Galaxy 


The next Pull Stars 
are inside spheres 

| wlth their o@n shallow 
| gravity fields. Shake 

the (Ott Remote when 
Mario is close to the 

_ sphere so he drops to 4 
the surtace without 
wasting any aales 













y of the turns is*safer, 
| but it takes longer to get 
| through the course. 












Jump off the second 
sphere and pull - 
Mario into the short 
minefield. Be caretul 

here. he touches — 





ot it 
BEST E-O 1: 


LA Sd 














Zip by the ribs when they tilt 





downeard. 4 Mario bounces off a amine, hes rattled 
rib, he might lose his grip on the foose of the Pull 
=" Pull Stars. Star path, giving the 


Spooky Speedster a chance fo catch up. 





Ti Ex 0:3 1:4 
BEST TIMEO}: 15:00 “ 









Mario must drop to the finish line, located on the last 
planetoid, and run to the grassy patch on top to end the race 
rceee Pull Star hid i Hine as fe successfully. The Spooky Speedster is a gracious loser and awards 


ee euennceiden tally aif a, et hadi ne Ma the Power Star as promised. 


and bounce backward, giving the the 


Spooky Speedster an 


ee insurmountable lead. 


Pens *% 


























Beware of the Boulder- 
geist indeed. This phantom — 
menace waits for Mario at 
the Ghostly Galaxy's edge, 
gathering its*strength 
in anticipation of the 


oj eab eae Gt i se veral statues. of Bowser decorate the 
challenge the Boulder: ; b daly-clacud iaatdetk 
ek Ke mae indstt oyer, but one is oddly placed inside the 
getst, fireplace off to the left. These statues 
the Bomb Boo, a special Hebe the k | h h 
ane esve eit that Thin ean a pg enee a oe 
. how can Mario break them apart? Step up 
to the portrait of the Boo on the wall. 
This is no ordinary Boo—it's a Bomb 
Boo, and when Mario gets too close to 
the portrait, it pops out to attack. © 
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t Wihese i 
. ains a al 


nit at the Tsbebl Galaxy's edge. The 
as him t lanetoid that, is 
center of the galaxy. The 
nstant: A SuperStar 








Bomb Boog have incredibly long, 
ae elastic tongues that Mario can grab. To 
, wn) a Bomb Boo by the mouth and 
ipture ty spin right next to it. Now, 
m nis nolding the Bomb Betis pionave, 
aroun ithe f oye! us hing the Bomb 
Boa into statues. The statues explode, 
releasing Star Bits. pies emptying ou 
the 9 rab a fresh Bont Be yo and 






















to ee! or the ro past rick [ Star. 
7 7 
sa the bats anc lat haun it the pla rt and 


lid saath S fi | ¢ lf the Su per Star's TTL deena ‘wre eh Si 
. Wits. a 


rn traight through th he € Che : ) agg ges rolling down the bridge | 
from the front door. ; | a 
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the stat in tha-firen ace 
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Ghostly Galaxy 


—F Wrenn « 


wie arr, i; 

1D ets SS 
= my ge S 
het 


he wall do 
down on this planetoid. Mario must fling himself up the wall’s 
side with the Sling Pods, dodging enemies and picking up Star 
Bits. Beware of spiders waiting for Mario on the wall’s bottom 
level, followed by pumpkin-wearing Goombas a little farther up. 
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arena era lor saul =| A*Bomb Boo fits around the walls 
= | bottom. Grab the Bomb Boo and =. } 


Hing it into the Bowser statue here to > 
discover a hidden {- Up Mushroom. 
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: , Once Mario has all five Star Chips a 
—J trail of Pull Stars leads him away. , 
- 6 _ the wall. Drag him through the center 
“of another hollowed- out planetoid. There 
is a large Sling Star on the planetoid’s 
far side that rockets Mario toward the ft 
Bouldergeist's lair. * 







Uso the sprit to the right of the Bowser stataeet to. 0 boune to iting Te 
Mario must collect five blue Star ¢ hips t to construct a series of Pull Stars that get | ke 
him off this wall and closer to the Bo Bouldergeist. Sling Mario between the pods to we S 
pick up four of the Star Chips. The fifth Star Chip is directly-above the small Sling ay * 
Star. Aim for the Launch Star, but be ready to shake the Wii Remote so Mario's — 
captured by the Launch Star and doesn’t just fly off into space. 
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The Launch Star sends Mario down to 
|) asplintered avenue that leads to the — 
4 = saieiaiian, lair. There is a blue Luma = 
ny ad selling power-ups. For 30 
Star Bite Mario can buy eithera Life. = 
Mushroom or a 1-Up Mushroom. Unless 
Mario is dangerously low on extra lives, 
purchase the normal red Mushroom. 
Mario needs the extra health to take on™ 

the Bouldergeist. 


Mario lands, softly on onan mie r ball pen init ‘the center 6% hollowed- suit : 
planetoid. Bounce across the ball’s surface to find a 1-Up Mushroom. Watch ae 
the mines on the planetoid’s surface. The ball can bounce Mario high enough to hit 
a mine. Keep bouncing Mario against the web-work of the planetoid’s surface until 
he reaches the Sling Star. 
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| _ The Bouldergeist is a specter with the power to 
| control stone. The apparition is actually quite 
small, but it can construct an imposing stone 
body, complete with giant fists, to ward off 
intruders. Mario must break the Bouldergeist's 
shell twice and hit its true form with a Bomb 
Boo twice to win the Power Star. 





During the 

| battle’s first half, 

| the Boulder- 

geist does not 

manifest its huge 

| - fists. Instead, it 
peppers the arena 

_ with rocks. The 

Bouldergeist raises 

the rocks from the 

floor, letting them hover in the air for a second 

before throwing them down at Mario. To avoid 

the rocks, keep moving. The black rocks turn into 

Bomb Boos when they strike the ground. Run to 

the Bomb Boo and shake the controller to grab 

the ghost's tongue. Spin the Bomb Boo into the 

Bouldergeist to damage its stony armor. 


tion. a J ot 












| suffering one 
WILCLARLL 


ee. Bouldergeist goes 
. , on the offensive. 
Watch for flashes of black to appear on the 
ground, then immediately run away from them— 
spiky stones are about to pop out of the floor, 
creating walls that seal off parts of the arena. 














Golden boulders 


are rare, but 








sometimes the 


Boulder ‘geist is 





: St feeling charitable. — 
ihe a golden hodter hits the ground, it 


shatters and reveals a coin. 


After smashing =| 
the Bouldergeist 
three times with 
a Bomb Boo, its 
exterior crumbles. 
The actual spirit is 
revealed—and it's 
tiny! The Boulder- 
geist tries to keep 
its distance from | as 
Mario, leaving a trail of slate Bom Boos as it 
retreats. Capture a Bomb Boo and spin it into the 
Bouldergeist's small form to damage the boss. 
































Now the 
Bouldergeist is 
furious. It conjures 
up its giant stone 
fists and immedi- 
ately slams them to 
the ground, trying 
Sx to squish Mario 
“2s } with one fell swoop. 

2 oe Watch for the hands’ 
silos to appear on the round and then run away. 
The Bouldergeist will also try to smash Mario with 
a flying fist attack. Sidestep the fist and capture a 
Bomb Boo as soon as possible so Mario can shatter 
this suit of stone armor with three more direct hits. 
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Try to grab two — 
Bomb Boos with 
one spin. Now 
Mario has two 
chances to smash 
ihe jouldsrgeieaae | 
body in just on 


attack run. 







) between its er and the Bomb Boos. 
~~ dust two hits from a Bomb Boo shatters a 
hand, but the Bouldergeist is powerful enough to 
quickly regenerate it. 





















(n the battles After three hits, 
second batt, (ne the Bouldergeists 
Bouldergeist raises armor disa ppears. 


the walls closer — Get i in close and s a 
fagether, ‘ocgeall | 


Marios room to 
maneuver. 










capture a Bomb 

Boo as it rises from | 

the ground. Now, 

spin it into the ghost to finish the battle and earn the 
Power Star. 

















This mission leads Mario 
to the hidden Power Star 
in the Ghostly Galaxy, 
cess ible yen the “B 


Ch 
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is him away fr m 
Spooky Spe fer's. rac 
and to a bizarro ae fs. 
where floors and walls are 
a pag See Mario soars through space, slowing hi 
we descent before ardingt on nthe re mt 
planetoi | ove looking the aun 


ae . mansion. | neTol ik t 
‘ i AGP anirinyypoterrorerone 
‘ he Super Star. Use your setts to 


. f clear the planetoid of. ghastly nasties. 
se . ’ | * 
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E However, instead of using»the Pull 
© Stars to approach the Launch Star 
next to the haunted house, walk to the 
glowing rock spire on the planetoid’s 
upper level. Spin to splinter the rock and 
check out the sources of the sparklies. 
It's a Launch Star—and it's pointing 
away from the haunted mansion. Step 
into the Launch Star and shake the Wii 
Remote to see Where it leads. 


Mario lands inside the remains of a 
crumbling mansion. When Mario steps 
forward, the floor seems to move. _ 
Actually, there is a strange spotlight 
‘that makes the mansion visible, but only 


i 





a ver empty space when the spotlight moves on. 
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a little bit ata time. Mario must Geilo the mansion’s floor as it 
appears before him, but keep moving so he's not caught standing — 











— ee So - = 


he right, facing the Boo floating in the 
ether. As long as Mario is looking at the Boo, it doesn't move. 
However, he must eventually glance away, as the visible section of lh 
floor doesn't slow. Keep pace with the floor, bouncing into the Prize ||| Nua 
Block as long as the ground beneath it remains solid. Then follow _—| || Nu 
the floor down to the key, which unlocks to door to the right. 





Ghostly Galaxy 






















mee 
Prize Blocks 
fo earn goodies, 
but don't get greedy. 

The floor moves quickly, | 
and it's easy to get left 
behind. 
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If ye you vi dp 
' with the floor 
as if appears, 
you can catch glimpses 
of what's behind the 
doors before they Te 
materialize. There's 

a 1-Up Mushroom behind the rightmost door here, for 
| example. So, once Mario grabs the key, go directly for 
“that door before aeueevlaget farther op the mansion. 
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st Comet signal s that Matio must sete e the Chostl | Gala y and ¢ hallenge Boadsraeistl in a second showdown. 
eal ty 2, Mario » has only ¢ er health and no means of recovering additional vitality. With just this one wedge, 
“ i} a ar smasn tn b OSS | Thi mil ft ht B b B ° - ' : 

Mar ) n rss ash the ea than oe 00, ye ‘ " , ; 


= “yy When the battle begins, 
the Bouldergeist casts down 
stones’from the sky. Mario 
| can rarely stand still in this | 

| a lest the boss draw 

a bead on his position and 
} smack him with a falling 
|} stone. Follow the black 
rocks as the Boulde Gist * 
drops them, because th “Leann, 
turn into Bomb Boos on 


™ i } coment ET pact. Get those Boml 
~Boovatntlaaa pth. lessening Mario's exposure to 
; = * ES ee 
Bouldergeist’s attacks. | 


a | *: 
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Mario can swing the Bomb Boos into the 
thy TL TT RE) LE 
one of the hands two times with a Bomb Boo, it 
temporarily disappears. 

























After the monster recovers, he always 
Eel n nediately attacks with f ping fi yD 
Run to the side to dodge the attack and 
then start looking for black rocks to 
shatter against the floor to create Bomb 
Boos. The fist attacks are troublesome, 
but they can actually sometimes help 
-Mario. The Bouldergeist will smash his 


» own walls-just to get at Mario, and this 
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reopens the entirety of the arena, giving Paes a al >) f 
Mario the means to escape. * oe ) owe | £6 F wa 
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(BUBBLE BLAST G. GALAXY. 
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The Bubble Blast Calaxy qaialis with ALTE $0 poisonous 3 that nobody ee set 
foot in the swamp. noes the Toads have crashed in the swamp while seeking 








+ 


This is the only mission in 
the Bubble Blast Galaxy. aaa 

Mario cannot touch the Mario ween on one of the few safe 

swamp sludge, so he must islands in the swamp, right next to 

travel over it in a series the Toads’ crashed craft. While the 

of bubbles. These bubbles Toads attempt to repair their ship, they + 
are far from invincible, so implore Mario to explore the galaxy and 

if Mario catches a sharp retrieve the Power Star. After, spinning 
corner or ‘is pinched in a in the stone circle tovretrieve some Star 


rotating block, he drops Bits, Mario must quickly re bubble... 
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face- first i in ‘the muck. a 4 Settee — ; 
















Du bubble leichinain near aah 
eéshi. Aa into the bubble + 


mince safely above ‘the sl ge bt 

* without any breeze, it just hangs in a 

i the air. The cursor that scoops up Sta | 
| PEDIC UrsOn Una 

Bits is now a portable fan. Aim the © 

little nari at the bubble and press ( ORT) 


release a blast of air. This pushes the 


bubble along. " 

Mario must locate five Star Chips to 
create the Launch Star that bounces him* 
to the swamp’s back half, closer to the 

Power Star. | 


























'To inch the bubble up to the mines, gingerly tap 
@ to release limited blasts of air. To correct any — 
overshot, move the cursor to the bubble's opposite | : 
side and press ® to push against the current flow and |_|, BRyraeree 


stabilize the bubble. | | il 





After collecting the five Star Chips, the Launch Star appears on 
the sandy island to the canyon's south. Nudge the bubble to the 





Launch Star, then shake the Wii Remote to drop Mario onto the « 
star. The Launch Star blasts Mario high over the swamp, through 
several rings of Star Bits, before depositing him in an even more 
dangerous part of the galaxy. 
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When entering the swamp’s second half, 
there is a bubble machine on the island 
Mario lands on. This area is decidedly 
more perilous, filled with mines and 


revolving doors that can pinch the bubble : 





slime. Bre i is a path t m the > 
swamp, a that. we = es the end. 





‘When Mario reaches the next island, 





Blow the bubble g qe atly ¢ down the fi first canyon to a rotati ing stun p. Two alcoves are Aaa . . a ‘ oo abe 4 the ble 
carved into the wi ext to t the e log until the |: age ¢ cove rotates into view PED MIB SDSL ISTHE WESTBY Greay 
eet ee pounding the blue switch on the island, = 


| ie, eatin gee 
gi rwage Marit it —— LL door doesn't stay open for long, so 
AUREL ; immediately jump to the bubble — 
and hitch a ride. Blow the b 
through the door before a and 


pinches the fragile bubble. 








*e s + | ss ; 
Blow Mario into*the air 

currents, | but dont lot the 
bubble move too fast. Temper 
its anh 7) fOBs 
‘ : it rit 
pee site at ection as itr 



























AS ere is a 1- Up 
Mushroom in the canyon's middle, — aot 
two mines revolve around it. This i 


oral rE is not wor th Ln 


IST NUCH MOVING, Dic in YUP Col iS 


tra life ore 


ao 






Ni) This half aes . Ss 
Y the swamp * a 
is loaded with 
|} coins. Push Mario's 
| bubble into the coins 
carefully—picking up 
_ 50 earns him an extra 
life. However, overshooting the coins and hitting a mine 
| pempietny negates the _ 
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Tavs is a plethoid: of coins in 
| @ secret passage to the Power 
fect || Star's east, but it's quite risky going after 
-@° |) | them. If you want to try, float the bubble over 
| the blue switch next to the Power Star and ground pound 
it. This opens the door next to the switch, but Mario has 
only a few seconds to reach the bubble machine next to the 
Power rill nee a ride, and then blow the bubble through 
as aR the door before it shuts. 

It took me a few tries 

“| to make it, but once | 
successfully slid through 

4 the door, I earned an 

| extra life with all the 
coins tucked back there. 





The Power Star is on the island 
just atter the mine that moves in a 


diamond-shaped orbit. 











The Buoy Base Galaxy. consists ofva giant tower looming above a deep pool of water. The tower is inactive at 
the mission's start—Mario must discover the mechanism that brings the tower to life so he can recover the 
Power Star at the planet's top. Even though most galaxies hatched from orbiting Prize Blocks contain only one 
Power Star, the Buoy Base has a very special hidden star. Can Mario find it? 


The warp pipe is 
encased in a steel-and- 
glass cage. Fortunately, 
there is a Bullet 
Bill torpedo tube 
nearby. Swim up to 
the tube and wait for : 
a projectile to emerge. Swim in front of it to get its attention, 
then lead it straight down to the cage. Swim around the cage at 
the last second, tricking the projectile into smashing the cage. 
Slip down the pipe to appear on the Buoy Base’s exterior. 











Mario should go after the hidden star 
first, so when dropping down on the 


island, ignore the whirring robots of the Bullet Bills to follow Mario to the cage to free the Power 










The Power Star is inside another cage at the hill’s top. 
Numerous Bullet Bill cannons face away from the cage. Get one 


bumbling about. Slip under the waves 
and check out the underwater world 
below the tower. There are coins and 
Star Bits everywhere. Swim around the 
water, scooping up the Star Bits. The 
hidden star is through the green warp 
* pipe located at the pool's bottom. 


Star. Run to the left, popping the Prize Block to earn coins— 
just don’t linger too long or a Bullet Bill will blast Mario off the 
path. 
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If Mario slips off the path and falls into the ) 
water, he’s pulled back inside the Buoy Base and | | 


Run up the path leading to the hilltop, pausing only to get a few Bullet Bills to 
lock on to Mario. Lead the Bullet Bills up the remainder of the path to the cage. 
Four electrically charged spheres rotate around the cage, so jump over them if 
necessary and lead at least one Bullet Bill to the cage. When the cage explodes, 


Mario can grab the special green Power Star. i The robots on the small.island next to , 
: the tower tell Mario that he must kick 


start the*looming contraption to find 

the Power Star. Since there isino way to 
get up the tower as is, Mario must slip 
beneath the waves to find some secret ~ 
“switch” for activating the tower's many 
mechanisms. The seabed glistens with 
Star Bits and coins, so swim around to 


etl goodies before focusing on 











This is one of the three green Power Stars Mario needs in order to activate the 
green Launch Star back on the Comet Observatory. After flying back to the hub, 
check out the’green Launch Star. There's now a green Luma next to it, encouraging 
Mario to seek high and low for its remaining hidden friends. Aftér you recover the 
three argon Power Stars, this Launch Star will lead to a new galaxy. 


the tower's submerged section. 














‘The Flos GALA 


The Floating 


| | 


| ~~ A massive weight Finds from the 
After retrieving the hidden tower's bottom. This holds the tower in 












‘| 8 star, Mario must return to - place. Mario must somehow remove the 

. | the Buoy Base Galaxy to weight. There is a torpedo tube in the 
| ascend the center tower and _—side of the sea bowl. Swim over to it 

o | claim the second Power Star to catch the eyes of a Bullet Bill as it 


from the planet. | blasts into the water. Then, swim toward 
the weight with the Bullet Bill in tow. 
Quickly paddle to the weight's other 

side so the Bullet Bill crashes into it. 
The explosion drops the weight, allowing 
several floating devices to rise. Now 
Mario can climb to the tower's top. 
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A pressure sales is on the t rowatis pox tier. Spin on nthe valves 
to free a green Topman. The Topman has a springy head Mario can 
use to launch himself farther up the tower. Knock the Topman 
silly with a spin. Then, spin it into the corner (look for the white 
circle) and jump on its head to bounce to the next ledge. Spin on 
the blue bolt up here to activate the rest of the tower. 


) Look for 

' shadows on the 
ground to detect 
out-of-reach goodies, , “, 2 i | 
like coins. Push the . HSIBG A ws Pon |) jaa ieee 
stunned Topman into | ee ea bx43° 


the shadow and then ¥ ail 


ee grab some coins. } . 












The bawersl is now walive with. activity, 
Mario must swim to the bright yellow 
floats at the tower's bottom. Jump to the 
floats and check out the ? Block to the 
right for some extra Star Bits. Now, wall 
jump up the alcove next to the bubble 











cannon. There-are several bubble canons | See ORS * | ‘lem. & qe se 
. . a r a , te | . ~ fae — : & : es: 
on the. tower; if Mario is caught in the | eT i _— 4 


cannon's volley, the bubble pushes him 
oofft je tower and down to the water. 


=) Spinning the bolt also 

| generates five blue Star Chips. 
) Collect all five to create a 

| path of Pull Stars that extends 
| from the tower's top to a small 
planetoid in a higher orbit. 

The five Star Chip: are on the iat and moving platforms 
between the blue bolt and the tower's top. Look for one on top 
of the Thwomps before continuing up the tower to retrieve the 
remainder. 


* 





nsters toddle around next toa 
row aoe the monsters with 
Star Bits and kick them off the tower 
before dodging the ile driving Thwomps. 
There are bubble cannons between the 
Thwomps, so watch the path ahead. Wait 

* for the cannon to fire and then slip by 
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The last blae Star Chip is 


over the springy robot at the That planetoid over 
towers top. Bounge off its the tower looks 
head to rocket up and grab familiar. The top housing is made 
the Star Chip. * of two red panels, and the bottom 
, half is definitely lighter than 
em ee 
the planetoid’s sides also seem 
familiar. Wait a second. Mario's 
on a Pokeball! 


Break tree of the towers 
gravity and drag Tare up the 
Pall Star path to the spherical 

planetoid in the sky. 





Shock waves ripple ACLOSS 
the planetoids surface, so 
jump over them as 800n as 


Mario lands. 








There is a single golden bolt on the planetoid’s roof. Jump on the bolt and spin | 
to unlock the planetoid. The interior is full of water, but gravity keeps it from 
spilling out. Dive into the water and swim to the Power Star in the planetoid’s 

middle. } , 


| Hovering at the edge of the Kitchen Galaxies is Bowser Jr. and his fleet of airships. Bowser's flunky has watched Mario system- 
atically collect all the Power Stars from this region of the cosmos, and unless he stops it, he’s going to get an earful from 
Bowser. And that's not a good thing from a brute who can breathe fire. sé : , 
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BOWSER JR.'S AIRSHIP ARMADA 

Sinki i; rships * 
After his minions previously failed to 
stop Mario, Bowser Jr. takes matters 
into his own hands and launches a direct 
attack on the hero of the Mushroom 
Kingdom. Mario must intercept the 


airships as they circle the galaxy and 
take the fight to Bowser Jr. 





VGOVWUYUV dIHSYIV S:Yr YASMOG 
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) Bowser Jr.'s 
Airship 
Armada 
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Aim for the flagpole 
. Seal on the next ship and 
: press OR acm bal 
soars through space, 
threading a needle 
of two rotating mines 


and grabbing the 















“stun the robots by jumping on their heads. The ie ve on the | 
| | aft, patrolling the cannon, casts spells as fast as it can. Mario =, 

ind othe means of transpor- can spin into the Magikoopa to eliminate it, then jump down into % | 
_ tation. To start the search, board the first — the cannon. 4 | 
airship and clear out the crew. There is 

a crystal full of Star Bits on the ship's 
“bow; grab those and use them to stun the 
enemies. A cannon is on the airship’s aft. 
After defeating the crew, drop into the 


cannon and get ready to blast off.” +e 161 ) nal K 
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Aim for the flagpoles top on the 
next ship. Mario misses, use —\ 
the Pull Star to recgver before 77 

the hero flies off into space. 


Three spiders block the way to the 
next gangplank. Shoot the spiders @ith 
\ Star Bits to stun them so Mario can 

1 Re ust kick thegout of the way when the 
dingy slides beneath them. 






_ Two Wisalert circle the taareleee Hatton: aati lower Mario to the deck ‘id 
jump over the Wigglers. There is a Mandibug on the gangplank that leads to a 
small dingy, but before setting off to the next section of the mission, spin on the 
pressure valve to free several Star Bits. 


° 


Bnatien Waaikdope tries TO 

Mario before he boards the next — 
airship. Avoid the Magikoopas spells 
and use the SlinggStar to hop on the 
airships deck. 


Mario wont hold on to those 
new Star Bits for very 
long—there & a blue Luma on 
board. for 50 Star Bits, the | 
Luma sells Mario either a 1-Up 
Mushroom or a Life Mushroom: 
Take the red Mushroom. The 
gauntlet ario must survive is 
RLOOTL 










After bopping the Mandibug, jump on the dingy and spin next to the lever. The — 
dingy detaches from the airship and starts gliding between two rows of parked 
airships. All cannons are trained on Mario. The sky fills with flak. Mario must 
either jump over the exploding cannonballs or weave between them as they streak 
across the dingy's deck. If Mario is tagged, the lip on the alnay3 aft helps lear | 
g him from falling off. v 
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then run toward the ship's edge, facing Bowser 
Jr. Stand back so your shots clear the electrical 
barrier and spin again to hurl the shell across 
space and smash Bowser Jr.'s ship. 













Bowser Jr. responds by firing Bullet Bills at 
Mario and sending forth a Magikoopa. Eliminate 
the Magikoopa as soon as possible by jumping 
on its head. Mario has enough to worry about j = 
dodging Bullet Bills and cannonballs without | | Senile: 
having to also avoid fireballs from a Magikoopa’s SII) Armada 
wand. J 
! ee (Ohen Bowser Sr. 

| Bowser Jr. brings his personal airship about, Wres.a Bullet Bill 

| lowering it so he can taunt Mario from the safety =” EO ops * 

| | front of it to get 

| of cold space and a nasty buzzing electrical Pas 

; heii, eo its attention and 

| barrier. The airship is armed with Six cannons, pe he Idee hs 

so Mario must do a lot of ducking, dodging, and cage on the ship’ aft. The cage contains three 

| diving to avoid the volleys and return fire on coins and a 1-Up Mushroom. 

Bowser Jr. 

| Bowser Jr. Opens (ispecies o/ 

| fire as he sails mc 

| alongside Mario's 

airship. Cannon- 

_ balls roar across 

| the deck. Fortu- 

| nately, Mario's 

| airship has a steady 

| supply of Koopas After three successful shell strikes, Bowser 

| tromping about Jr. pulls out all the stops. He turns his airship 

sate | the deck. Spin next to a Koopa to rane its shell, to face Mario, making it a smaller target. 
: COML MCLALLL Gm LUG 
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Bowser Jr.'s ship iri a giant “ar head, and it shoots three 
blistering fireballs at a time! Step between the fireballs and recover 
another Koopa shell from the wandering creatures. Fling the shell at 
Bowser Jr. 


















When Mario finally sinks Bowser 
Jr.'s airship, he frees another Grand 
Star. This majestic star allows Mario 
to visit the newly opened Bedroom 
Dome on the Comet Observatory, 
linking him to a new array of exotic 
galaxies. 










C JU Running low on 
health? Shoot a 

Star Bit on the lamp 

on the airship's bow to 


| retrieve a coin. 





When Mario has only one hit to 
go, Bowser Jr. usually unleashes 
a torrent of six Bullet Bills and 
three fireballs. Avoiding this volley 
is tough, 80 move guickly OMA NOY 
a shell at the ship before all the 

penpeciiies reach the Beet 








The Drip Drop Ga Wee 4 mysterious planetoid hovering at the REE of the bnauh universe: The world 4 is piesa water, 
old dase ‘0 a perfect sphere 1 incre edible ma nla net's small core. 
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The penguins wait to enjoy this watery ‘paradise, but an oathrenRte of Gringile 
he | teeny “tiny is y island. The pea is ask — 
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The penguind on the emall island ask 
Mario to please get rid of the Gringills 
below, offering him a nice green shell 





to start the mission. Mario can use the — a Ss | <= Negi MEU Bowser J: 
shells to speed through the water and as ee coll <f FF Bi) Rema 
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projectiles against the giant eels. When 
Mario spins underwater, he throws the 

shell in a straight line. If he can hit all 
three Gringills with shells, the penguins 
will show their thanks. 





There are a few red shells on the seafloor that Mario can use 
to easily eliminate the Gringills. Look for the crashed Toad 
spaceship. There is a red shell on its exposed undercarriage and 
the rock formation just next to it. Swim down and grab the red 
shell with a little spin. Now, swim after a Gringill. Get behind 
the beast and aim for its tail. Spin to throw the red shell. It 
rockets through the drink, tagging the giant eel right on the 
backside. 


Drip Dro 
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a Tee 
y 2 a There are many dangers in the deep, including 


running out of air while chasing down the 
Gringills. However, there are several air bubbles 
on the ocean floor Mario can pick up so he doesn't have to 
always surface and refill his lungs. There is also a Bullet 
Bill cannon that releases homing projectiles into the | 
water, so watch for the red eyes of a Bullet Bill locked on 
to its quarry. | 
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The Gusty Garden Galaxy i is a collection of vient, grassy planetoids alle connected y the fleree wind currents that rip across 
heavens. The galaxy's inhabitants are the star bunnies that Mario met at the beginning of his galactic adventure, but some. 
moles have recently moved in. If Mario can help save thgggunnies, he can earn several Power Stars. 
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The bunnies of Gusty 
Garden are hiding a Power 
Star. If Mario wants it, 

he must cross the galaxy 
and play hide-and-seek 
with a bunny on a giant 
cube. With so few Launch 
Stars in this galaxy, Mario 
must find another means of 
transportation to reach * 
the cube. =” 
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EE eer y) “Watch o out + for Piranha” Plants alias 
The sn sof usty Garden, the star Innies, qre et Mario when ie lands nthise * Mario lands on the next planetoid. ‘The 
~galaxy's outer planetoid. The bunnies explain that without td Sling sliteclants asus sometimes hide Sprouts in [te 
must use little b looms ! calle d Floaty F a hem 








Floaty Fluffs travel. on ne wind | Fortunately, there are plentieot eign s out. (There are ne Spreat es on is 
help push the Floaty Fluffs across ; space, but there are breezeless voids Mario planetoid, however.) Rustle through the — 
worry about. If there is no wind to propel Mario along, shake the Wii Remote to grass sud Towers to find hidden coins 
5 rattle the Floaty Fluff and get some extra altitude. You can shake Floaty Fluffs only | and Star Bits, then step over the side to 

3 three times, though, before they lose all their petals. With a stripped Floaty Fluff, check out the southern hemisphere. 


E Mario earns a one-way ticket straight down. ) 
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More Piranha Plants! Weed ihe aut of tis garden: The Piranha 
Plant closest to the Floaty Fluffs releases a Sproutle that grows 
h we otnats out to a 1-Up Mushroom hanging in space. Don't go for it just 
ates cing ex ee: ah yet. If Mario winds around the Sproutle, he drops to the 1-Up 
to flip it upside down id a + off the Mushroom but then keeps dropping. Instead, walk to the plane- 
toid's bottom half and investigate. 


on the planetoid’s underside, guarded by 
| a mole, The mole pops out of its hole to 
throw a wrench at Mario if he’s far away. 





 planetoid. When the coast is clear, drop 
‘down, the warp pipe. 





Eliminate the mole and then free the Star Bits from the crystals. 
vont Mario should have a pretty solid collection of Star Bits by this 
e €oin, fhe room tills with ofar bits. aint, but he can earn even more if he has a sharp eye. There 
OO Ne EEO the are footprints in the nearby dirt patch. Sneak up on the invisible 
creature and spin to stun it. Now that it's visible, Mario can kick 
it to shower the planetoid in Star Bits. : 











Walk to the opposite side of the planetoid from the dirt patch. 
There is a Sproutle seed on the ground, next to the tall grass. Hit 
the seed with a spin attack. A Sproutle grows upward, slithering 

out beneath the 1-Up Mushroom. Now Mario can use the Sproutle 
on the planetoid’s top to grab the 1-Up Mushroom. He falls to 
this new Sproutle and slides back down the planet's surface. 
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The next four planetoids are very 
small and are cone a se aoe 


goal i is to reach ih , yee a 
large purple Piranha Plant guards a 
Launch Star. 





The p vil ple Picaaha Plant raais at t Mario 
as soon as he touches down. Hang back — 
and taunt the Piranha Plant until it — 
| e Pire lunges forward and slams its head on 
age Ja aria ont f ees ae , the ground. Now jump on its head. The . 
Pi anha Pla t on the : 0 ow Ty sas Piranha Plant vanishes, leaving-behind 
F Pein uer mi Piha at | i } >? Oe ye | the Launch Star that links: the tiny : 
A ea a 3 planets to a giant cube with a very well- = * 
manicured garden. 
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Vy When Mario reaches 
the cube, a happy little 









| ) There is a 1-Up 
_ bunny hops up to him. Mushroom in the tunnel | 
The bunny has the | that goes through the heart | 
~~ ]) Power Star, but he’s | of the cube. The bunny won't 
a always duck down here, though, 
} lle a i but Mario should always pick it 


a little game of hide-and-seek, the bunny will give up the prize. ote 
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The bunny takes off across the cube. When it gets almost out 
of Mario's direct line of sight, a beacon indicates where it went. 
Gravity holds Mario down no matter what side of the cube he’s 

ome | so keep running after the bunny. It bounds through hedges | 
and under bridges, so Mario must keep right on top of it. It's A 
easiest to corner the bunny next to the thick bushes at the cube’s | 
corners. , } 
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Major Burrows is the leader 
of the moles that infested 
the bunnies’ Gusty Garden 
Galaxy paradise. Mario-must 
get rid of the’militant mole 
before he roots out all of 
the bunnies and lays claim 
to theentire galaxy. 
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Before using the Floaty Fluffs on the first planetoid to start the cross-galaxy 
journey to Major Burrows, check the underside. There are several stone circles down 
here to ground pound for Star Bits. Mario can ground pound the wooden pegs, too, 
but they release Goombas. Of course, Goombas can always be stunned and swatted _ 
for Star Bits too. 


Ride the Floaty Fluff through 
the winds to reach the next 
planetoiad. 












ate 


Bunnies in the garden. stand near a 
patch of Floaty Fluffs, but don't let these 
cottontails distract Mario into immedi- 
ately setting sail. Slip to the planetoid’s 
bottom half to discover a slick secret. 
There's a circle of prickly plants around a 
warp pipe. Avoid theypointy leaves for now 
and slip into the pipe. 








ario drops into a spherical chamber 
overrun with prickly plants. Carefully 
walk around the plants and grab the 
giant coin to earn a Rainbow Star. Now 
invincible, Mario can blast through 
the prickly plants, filling the spherical 
chamber With Star Bits. Before the 
effects wear off, return to the'plane- 
toid's surface and power through the rest 
of the prickly plants. | 
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This planet is marked with several dirt 
paths—something’s been tearing up the 
garden. It's a mole, but unlike the*moles 
that hang out in etal holes, this — 
mole burrows through the ground, leaving 
a rocky trail behind its The mole’s spiky 
helmet hurts Mario ifsit rams him.” — 
Ground pound the mole to push it to the 
surface. Now that it's exposed, spin to 
smack the mole off the planetoid. e 
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More dirt trails! Moles are tearing up this planetoid too. 
Three moles crisscross the planetoid, burrowing just beneath the 
surface. Follow the trails of disturbed soil to hunt the moles. . Gusty arden 
Ground pound as they pass to pop them out of the dirt. When the <o 
mole is exposed, finish it off with a spin attack. There are three 
moles on the planetoid, so Mario better get to work. 





The Launch Star rockets 
Mario to the apple-shaped 
planetoids. The journey takes 
him right through the center 
of a ring-shaped world. There 
are four Launch Stars along the 
hole in the planetoid's center. Grab one as Mario flies past to 
drop down to the planetoid's surface. 
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The surface is covered by a thorny vine that Mario must 
avoid. There are several coins on the ground; if Mario picks 
up the giant coins, the planetoid soon sparkles with Star Bits. 
Walk the ring, avoiding the thorns, to pick up all the treasure. 


After pocketing all the 
coins and Star Bits, wind 
around the planetoid until 
reaching a Launch Star. This 
Launch Star shoots Mario over 
to the apples. 
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I have a short list of 
favorite moments in 
Super Mario Galaxy and the worm 
in the apple scene is definitely 
on it. This is a wonderfully clever 
sequence, something I've never 
seen before in any other game. 













When Mario lands on the first apple, 
he's greeted by a Wiggler that was just 
minding its own. business. However, it 
















When crawling across the worm 
is none too pleased when Mario ground between the apples, use the camera 
pounds the wooden peg in the surface, =\—— —— control to check out the detail— 
which flips the Wiggler over. When the Wigaler fis back ant its feet, it stomps the bright colors, the expression on 
* around the apple, steaming mad. ; the worm’s face. Very cool. 








Mario mus ust ground po the wooden p 
lene arc und | the galaxy. The worm digs in 0 the Red Delicious, the hans of 
i apples. flario run sue Ss te worm's body to reach the apple, which is 


againg the 


the apple, but 
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the worm. Soon, it jah out of 
ae sments ia Le its head ap 





he worm 1 poi ats the wa wy toa small nlanetoi 
* : covered with thorns. Watch out for the 
* ' thorns while stomping the wooden pegs to 9 
eat Star Bits, and pick up a Mushroom that 
aposts marin neal tiit to six. i 
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Mario must 
strike Major 
Burrows three times 
__ to defeat him. 

Oe BITC CCL 

~ first hit, the major 
makes himself a 
harder target. He 
burrows under the 
surface and chases 
Mario. When Mario 
keeps his distance, 
the main mole stays so deep all Mario sees is a 
slight disturbance in the soil. Major Burrows rises to 
expose his spiked helmet and tries to ram Mario with 
it. To stop the major, run away from his helmet until 
the major pops his head and arms above ground. Now, 
ground pound next to him. The mole bounces out of 
the ground and starts running away. Like Bowser, 
chase down the major and spin-attack his little tail. 





































The planetoids 
surtace is 
covered in 

prickly plants 
and frozen 

coins. Mario can 

tree the coins himseff, but Major Burrows s 

tunneling breaks the ice and turns the prickly 
plants into Star Bits. 








How mean is Major Burrows? When Mario 
arrives, the big bully is chasing after a tiny star 
bunny. The bunny begs for Mario's help—and 
that's the prodding Mario needs to leap into 
action. Like the other tunneling moles on the 
previous planetoids, Major Burrows must be 
brought to the surface with ground pounds before 
Mario can directly attack. 





A quick ground — 
pound as the major 
chases the bunny 
stops the hunt. The 
Major pops out of 
the ground, dazed. 
Spin-attack to know the brute backward. Major 
Burrows now has his eyes set on a juicer target: 
Mario. 





After the second hit, Major Burrows 
loses his femper. 
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Major Burrows pursues Mario again. Major 
2» Burrows keeps his helmet aboveground when 
Mario is at a distance, but rises out of the soil 
with both arms flailing as he closes in. If Mario 
doesn't keep a few steps ahead, the major's claws 
dig in and cause damage. Sidestep the mole and 
ground pound. Major Burrows pops out of the soil 
























F and runs away from Mario. Mario must now chases 
down Major Burrows before he can burrow back 
underground. Spin attack Major Burrows’ tail to 
* finish the fight. He is blasted off the planetoid, 
and the bunny rewards Mario with a Power Star. 
The satin planatoidi is somal ani 
occupied by both Piranha Plants and a 
mole. After ground pounding the mole, 
spin-attack the Piranha’Plants to reveal 
3 | a Sproutle. The vine creeps up to the 


next planetoid in the chain, leading 


After defeating Major Burrows, Mario must return to the galaxy for the third Power 
straight to another giant coin. 


Star. An entire corner of the galaxy remains amexplorea—s series of gravity- 
altering contraptions. | + 
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: The mission bse | lanetoi 4 chit foothaint om th 
| demand investiga lect almost enough Star Bits for 


an extra tie ‘he To he tw wisible syste walking in Tie, , 
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, return topside to hitch a ridevon ¢ Q 





mats atamlcd oT baveals a titel if Star * 


Bits that ring the planetoid. A mole ] 









et 


on the planetoid’s bottom is quickly . 
dispatched with a ground pound and a 
swat. After collecting the Star Ets. | 

head topside and bop the Piranha Plant = 
to ater another Sproutle. Before orn 
the Sproutle, grab the giant coin floating 
above the stone. L 
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three times to cro ss he Kits void. 

Shaking the Floaty F uff too. many times 

too soon results in a Wait until 

Mario almost dips below the wind gust, 

then shake the Wii Remote to stay aloft. ‘= , — 
B There are also three giant coins between Planets A sn B, but thay: siyesh one of a 
& time and only if the previous one has been collected. The result: Star Bits, * 
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~~ the. planetoid rumbles under the weight 


Gusty Garden 
Galaxy 











Mario lands on a yellow disc, the first in a series of three. There 
is no Launch Star to get off these discs just yet-—the plumber 
must find five Star Chips to assemble his getaway means. Tall 
poles stick out of the discs, allowing Mario to climb up and jump 
to the next disc. Each disc has its own gravity field. 
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It's a good thing Mario is invincible— 


Eeeboleee 








of several rolling boulders. The planet» 
is also ringed with prickly plants. With 
the invincibility of the Rainbow Star, 
Mario can run from on€ end of the 

planet to the other, leaving nothing but 
Star Bits in his path. Keep the cursor 
close to. Mario as he plows through the | 2 
_ obstacles—collecting all those Star Bits |= aa _—_ 
helps earn extra lives. 








: ~ Rego — Shinny up and down the poles, jumping off to grab the Star 
ameter eal ae Chips. To grab a Star Chip behind Mario, face away from the Star 
© ) a Chip and jump. He pushes away from the pole and nabs the prize, 
| ‘That gold Chomp onthe | and he propels himself close enough to be grabbed by the low 

planetoid is the same gravity of a nearby disc. After collecting all five Star Chips, the 
| color as a Power Star. Launch Star appears on top of the green disc. F 
Hmmm. 
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The blocks here have 
sharp edges—a sure 
sign that Mario will fall 
off the block if he doesn't watch 
his step. 

































Mario lands onca series of blocks. The 
sale es is -controlle 1 by a series of 
od switches. es. Depending on 
t the itch spit it ng, gral a 
oe ‘alr Since — 


fi rst set 3 
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When Mario io reach hes s the ¢ green arrow, stand betes the two cannons so he's 
not blasted off. the block ($, Spin next to the green arrow. The arrow turns pink : 
points directly at the cannons. T hat’s the « new direction for gravity! Mario falls ‘o 

e the blocks, his feet now sticking to the sides of the blocks. 
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The Daredevil Comet rises over the Gusty Garden Galan, allowing Major Burrows one more chance to tackle Mario. 
The comet tips the odds in Major Burrows's favor too. Mario has only one wedge of health to get the job done. 
















Major Buerius fais alle | 
about the bunny and turns his 
full attention to Mario. The 
mole digs beneath the soil and 
crisscrosses the planetoid, 
chasing him down. Run from 
Major Burrows as he tears up the sriekly sete Switch back as 
Major Burrows gets close and ground pound just as he surfaces. * 
The ground pound jolts the major out of the soil, and he runs off. 
Now it's Mario's turn to chase him. Follow Major Burrows and 
spin-attack his tail. = | 2 ; 


















After the second hit, Major Burrows gets angry, putting out 
his claws and chasing Mario. Run from Major Burrows, but then 
veer off and ground pound as close to him as possible. The ground 
pound rattles the major. When he pops out of the ground, chase 
after him one last time. A spin attack to the tail sends the majo 
flying for the last time, revealing the Power Star. 













Major Bungie stat the battle by 
chasing the. helpless bunny et again. 
~ Mario can use fess a disttctlon 
getting ingen 
delivering a teeth-chattering ground 
pound. While the major is stunned, a 
quick-spin kicks the battle into 





high gear. 
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Mario passed the hidden star of the waited Garden Galaxy on an earlier mission: 
Gusty Garden Gravity Scramble. Remember that lone gold Chomp? Perhaps that 
gilded monster deserves a closer look. 





To break the gold Chomp, just run 

into it. The Power Star then appears at 

the planetoid’s top. The mission isn’t 

over yet, though. The planetoid is still, 
covered with prickly plants and boulders. 
Race through them before the, invin- 
cibility wears off and-claim the Power 
STE : ‘ 


wind currents. Gross the planetoids as before, getting closer to the long planetoid 
with the gold Chomp. 


When Mario reaches the bean- shaped planetoid, take out the mole on the bottom 
and collect the gold coin on the topside. Now, bop the Piranha Plant to extend the 
Sproutle into the sky, leading straight to the Sling Star with the Super Star tight 
in front of it. 


After turning invindibles and — down to the planetoid, run straight for the 
gold Chomp. Mario cannot defeat it without the Rainbow Star‘s:power. If he runs 
out of invincibility before reaching the gold Chomp, just return to the Comet 


Observatory and try the mission again. 
en a * 






































a FLAME GALAXY. yi 
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The Freezeflame Galaxy is frozen solid.on one side and searing a hot vith wolteh lava on the other. Mario must 
survive the harshest elements to take the galaxy’s coveted Power Stars and continue making his way to Bowser 
at the edge of the Bedroom galaxies. 


as U 
Sam ot 


fy . 4 
J 5 wax = x wire ea 4— a ‘ 
 ABPEARE WERE BOE RA ys 









| After teaching Mario 
=| about skating, the 

~ | penguin shows how it's 
- done. Chase after the 
H penguin now, avoiding 
| the boulders. If Mario 
— . | — can catch the penguin, 
the feathered friend | wil félests the Launch Star that points to 
Freezy Peak. 
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FREEZEFLAME GALAXY 
The Freezy Pea 
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Baron Brr is the coldhearted ruler of 
Freezy Peak, an ice-covered crag that 
dominates the Freezeflame Galaxy's core. 
The baron’s throne is only halfway up 
the mountain, though. If just getting to 
’ Baron Brr is tough, imagine the trials 
Mario will face to reach the summit. 
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Mario Rains thie mission on a sees 
ring high above Freezy Peak. Several 


boulders roll around the ring; just trying 
to run from them is difficult. Mario's 
feet have no traction on the ice, so he 
must learn how to skate. The penguin 

on the ring is more than happy to help. 
It explains that if Mario just spins, he 
starts sliding across the ice like a pro. 
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A Goomba patrol welcomes Mario eae: Peak. Skate to the little nasties and 





Jump across the water spigots. Ice 
spin to knock them off the planet. After collecting the frozen coins, Mario must © Mario freezes the water under hi 
grab the giant coin to the right. He has to cross on the ftozen platforms, though. ©, Creating temporary platforms. 
Mario knows how to swim,-but this water is just too cold. If he falls i in mand doesn't ft : 
immediately climb out, he loses health. 7 
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fee Mario n must 1st triple 
jump up these water 
spigots to reach the 1-Up 
| Mushroom. 





Grabbing the giant coin causes an Ice 
Flower to appear on the water spigot to 
the left. Jump across the rest of the icy 
platforms to grab the Ice Flower. Watch 

out for the Ice Bubbles that bounce 
around. A spin attack may stun them, 

but if they fall into the water, they come 
right b hack out at full strength. The Ice Flower turns the hero into Ice Mario. 


Ice Mario can walk on water, so hop down to the lake's surface and run to the 
stone stairs in the far corner. Jump to the small Sling Star to bound up-to a frozen 
ledge above the lake. Mario can slide down the ledge on his behind. Aim for the 
two power-ups up here—the Life Mushroom and the 1-Up Mushroom. If Mario 
misses either of them, just reclaim the lee Flower and try again. 





By now, the Ice Flower's effects have 
worn off. No matter—there are plenty “ 
of'tce Flowers on Freezy Peak. Run to 
the right, past the sliding rocks, to 
reach another chilly lake. Dash across 
the frozen platforms to reach a-series of 
wooden boxes that sink into the water 
under Mario's weight. Empty the Prize 
Blocks up here to earn Star Bits and 
then grab the Ice Flower at the far end 
of the wooden boxes. 


As (ce Mario, run across the 
lake to the ledge on the (eft. 
Spin to thaw the lce Bubble, 
but kick it into the rock, not 
back into the cold water. 
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As soon as Mario grabs 
mountain's next level before the effects wear off. Run across the 
water to the ledge opposite the wooden boxes. Leap across the 

sliding stones and into the small Sling Star. 





the lee Flower, he 





Baron Brr is the 
regal king of 
Freezy Peak—but 
he doesn't take too © 
kindly to outsiders. 
Mario must teach 
the Baron a lesson in manners by melting his 
cold exterior three times. Like any nobility, 
Baron Brr keeps plenty of lackeys around, so 
watch out for the Ice Bubbles. 


The Ice Flower’s 
effects are gone, 
so Mario must seek ! 
out a new one. 
While Baron Brr 
throws ice balls 
down from his 
a 
the little platforms 
in the frozen lake. 
There is a small 
cave below Baron 
Brr's throne. The cave's left side contains an Ice 
Flower; the right side contains coins. 
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must rush to the 
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Freezeflame 
Galaxy 





After Mario 
attacks Baron Brr 
twice, the boss 
calls for backup. 
Two Ice Bubbles 
appear on the 
throne, running 
interference 

=) for the baron. 
‘\? Spinning next to 

| the Ice Bubbles 
turns them into 
useless rocks; run into them to destroy them. 
Even if they land in the water and recover their 
icy shells, they still have to float back up, 
OL MLE OL 
on Baron Brr and fight him off. After defeating 
Baron brr, the Power Star appears. 
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j At th y mission's start, no playful penguin waits to greet Mario , 
on the icy ring world. To get off this planetoid and rocket to the f 
_ core, Mario must skate around the ring and collect*five Star Chips . 
»* encased in ice crystals. Check both sides of the ring to recover 
the five Star Chips. uke 
The Launch Star } 
“appears in the ring’s * 
center. Watch out for 
The Freezeflame Galaxy runs hot and cold—and Mario's the boulders as Mario i] 
about to discover just how steamy this galaxy gets near the uses the Pull Stars 
est The galaxy's core is a sea of boiling lava. In order to cross to the center | 
to dive into the core and retrieve the Power Star, Mario and blast off via the 
must pluck his first Fire Flower. Launch Star. 
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retrieve it. 


The Freezeflame Galaxy's molten core is 
a treacherous place. One misstep and 
Mario burns his feet in bubbling lava; 
this makes him temporarily lose control 
as he runs around to cool himself off. 
Be careful during these few seconds. If 
~ Mario doesn't get back to solid ground, 
he'll burn off his remaining health. 
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After jumping to the ledge, look down the slope. A giant coin 
is at the bottom, but there are four fire monsters between it and 
Mario. Carefully step around the monsters and walk to the ramp’s 
bottom. Collect the giant coin, and a Fire Flower appears betwee 
two torches on the slope. Get it! 





Walk across the rock platform, 
avoiding the spiky fire monsters that roll 
| id. These beasties can 
defeated with Fire Mario's fireballs} 
but there's no Fire Flower i in sight—yet. 
Give these onsters a a berth as, 
Mario empties Blocks for Star 
Bits and smashes open wooden crates for 


coins. ; \ rs ae 












If the Fire Fiswor's offects wear off, return iy 
' the twin torches to pick up another one. Mario 
sure e looks hot in those white overalls! 















) ) Some of the wooden 
crates hold back fire 
monsters, so after 
smashing the box, back up. Let 
the monster roll forward, then 
dash around it to collect the coin. 
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Hop up the stairs. At the top, jump 
straight up and spin to be caught by 
the gravity field of the platforms on the 
ceiling. Now Mario's view of the whole 
planet switches. The Floor is the ceiling ° 
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* Second area 


Run up the platform. There is a Fire 
Flower on the ledge to the left. Fire 
Mario's fireballs make short work of the 
monsters rolling around the area, so take © 
care of them first and pick up the Star 





Sump at the plettitrn's 8 eae to throw 


Bits they leave behind. Now it's time to a fireball fr enough to light the ‘ 
use those fireballs to light some torches , | darkened torches on each side of the 
around the tower on the platform's far side. Wide * tower 
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Before lighting the torches, sneak around the tower's rear. 
Carefully hop down the ledges in the lava falls. A giant 
coin is in the alcove behind the tower. After picking up the 
| coin, musical notes stretch up the alcove. Wall jump back and 
_ forth to collect the notes. If Mario grabs them all before they 
| disappear, he earns a 1-Up Mushroom. 





Lighting the torches makes the tower 
rise. Another alcove is revealed when the 
OS) SO ee 
coins in the alcove, so wall jump to the 
top and close in on the Power Star. 
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aria across 4 series of rolling platforms 
in the lava. As soon as Mario reaches 
stable ground, he can see the Power 
Star—but it's behind bars. There are 
two darkened torches flanking the bars, 
though. This is a job for Fire Mario, 
so run up to the door's right side and 
pluck the Fire Flower from a bubble. 
Watch out for the Lava Bubble, though. 
pin next to the Lava Bubble to snuff 
"its flame. The Lava Bubble then drops 
to the ground like a stone. Kick it to 
finish it off. 

He 








F 


Bedroom | 


- - 
ist , -_ 
iti 

' 

| 

it 

' 

int 

ni . 
. 
Hy 
ie 


| Fe we ezoflame 


: 


Use the slidine plaftarmed Tr rr lava as a staging ae for 
throwing fireballs. Lighting the torch on the left is easy. The 
lava slopes down in front of the right torch, so Mario must aim a 
little left so the fireball bounces into the torch. When both are 
lit, the bars swing open and Mario can run across a ledge to grab 
the Power Star. 










The temperature is so mixed up in the Freezeflame 
Galaxy that ice and lava can actually coexist. Mario 
must bounce between these extremes as he explores 
the galaxy to find the next Power Star. 
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across the icy ring, singeing Mario as he a ty skates in frontsof one. Should 
* he take "damage from the fire, check for coins in the ice crystals. Skate to the end . | ghee” 
of the ring 's topside, tf hi shan a crystal wall to slide underneath the ee 





















The planet's chilly side suffers from 

| fast-rising tides. When Mario lands, — 
the near-freezing water is filling the 
chamber, so he'd better seek high ground 
File before he’s frosthitten. Mario lands near 
two unlit torches, but there are no Fire 
Flowers around to ignite them. To exit 

| this chamber; spin on a faucet valve 
__* on the opposite side of the torches; 

_ however, if My leaves, he'll miss out 

some valua le goodies. 
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Follow the path around the caged Fire Flower to the entrance's 
left. Several fire monsters roll about, but without the Fire 
Flower, Mario cannot hurt them, so avoid them. There is another 
faucet handle on the opposite side of the Fire Flower's cage. 
When the lava is low, jump down and spin on the faucet. Be quick 
about it—the lava will rise and consume the handle. Spinning — = 
this handle lowers the bars around the Fire Flower. iy) Saeny 



















' Before plucking 
é the Fire Flower, 

wall jump to 
reach the ledges above a 
it. There is another 
1-Up Mushroom on a | 
nearby rock. Mario | 






x64 








must long-jump to clear the gap, though. If he misses 
the jump, he topples right into lava—so don't long jump — 
until Mario's at the wall’s edge. | 


' 
eee 











After grabbing the Fire Flower, make e for the pla 

chilly side. Run across the room if the water is low. If the tide 

is high, just wait it out. Mario can always go back and get 

— es ers another Fire Flower. Sprint across the room when it's dry and 
~The Fire Flower is jus beyond ignite the two torches. A Launch Star then appears right next to 
door between the planet's two sides, but Mario. Use it to soar to a patchwork of lava and ice above the 

it’s behind bars. Like the cold water in planet. 
the other chamber, boiling lava ebbs and 

flows: When the lava is on the way down, 

walk out and ground pound the exposed 

“stone wheels for Star Bits. 
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To reach the Power Star, Mario must skate across a series of 
squares floating in space. Half the squares are composed of ice, 
the other half of lava. The only way to’ get across is to crack.open 
the crystal that contains an Ice Flower. Ice Mario's frozen rh 
is so potent, it even freezes lava. But.the power doesn't last 

_ forever, so as soon as Ice Mario is in effect, start skating across 
* the squares. 





_ At the end of the first f 
» track, Mario can jump | 
between to snow- 
covered surfaces to 
access the courses 
second part. 





) This course is 
_ primarily lava. There is 
another Ice Flower near 
the snow, so grab it 
before skating over the 
| molten earth. There's 
. sae 21-Up Mushroom out 
here,.but it's slightly off course. Pirouette to the Mushroom, then 
zigzag back on course to the next snowy patch: 
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After jumping between two more snowy surfaces, Mario's ready 
for the final stretch. Skate across the lava squares, pausing for 
nothing. Skate between the Ice Bubbles and jump through the 
air to clear the squares that are connected at the corners. Wind 
around the final bend, then jump right into the Power Star to end 
the mission. 
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Reaching Baron Brr's throne was an accomplishment, but that was only halfway up Freezy Peak. If Mario wants 
to retrieve the hidden Power Star of Freezeflame Galaxy, he must ascend the rest of the treacherous mountain.» 
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Mario can also recover another wiaeiiec coin on the lake. It's to 


To rttiove the hidden Power Star, the Ice Flower's left, between four pillars. Grabbing the giant 
Mario must start the “Freezy Peak of coin causes a plethora of regular coins to appear over the ice for 
Baron Brr" mission again. Follow the several seconds. Skate through the coins, grabbing as many as 


previous route up the mountain. Skate possible before the Ice Flower wears off or the coins vanish. 
down to the Goomba that stands near the 


chilled lake, then jump across the frozen 
platforms to grab the giant coin. The 
-\ce Flower pops up in the lake's center 
» again, allowing Mario to walk across the 
water unscathed. Bounce to the frozen . 
ramp and grab the Mushroom and-1-Up "ere 2 P ao ) on 
Mushroom before continuing up the path. 
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After clearing out all the goodies'et the lak Db, use s the*loe Flower ta, ‘sseond thee 
mountainside, using the water spigots as temporary platforms. When Mario reaches 
the two spigots beneath the {-Up Mushroom, he must use.a triple jump to reach the 
ledge above the extra life. A Sling Star up there sends Tis farther up the peak, = 
into new territory. # 


Mario lands on a snowy ledge next to a 
trio of friendly looking snowmen. Those 
button eyes are actually Star Bits, so 
wave the cursor over the frosty fellows, 
to collect some goodies. After karvesting 
the Star Bits, smash the ice crystals 

to the left to unveil 2 Fire Flower. Now 
Mario can melt the snowmen to clear the 


| pat and continue yl ih mountain. 








After melting the first two snowmen, 
jump to the ledge at the area's rear and 
hop up the stones that slide in and out 
_. of thé mountainside. Ice bats flutter 
= _ around the remaining snowman, but they 
_ tan be nelted'vith a fireball too. Melt 
the last snoy man in the area with a - 
fireball to reveal a — Star. | 
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There are three 
sliding stones in 
the mountains face {| 
that push Mario 
| onto shrinking 
| platforms. The middle 
platform has a 1-Up 
Mushroom on it. Grab 
the extra life, then hop on top of the sliding stones to keep 
trom falling off the mountain. 
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S: 1-Up Mushroom 
@ Fire Flower 













Round the corner and continue up the frozen peak. Watch out 
for more ice bats in the skies over an extra Fire Flower. After 
plucking the flower, jump to the ramp on the left and continue up 
the peak. A boulder may rumble out of the cave along the ramp. 
Step on the small ledge to let the boulder roll by. 


p 
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Use fireballs to melt the snowman over the cave. The melted 
snowman reveals another Sling Star. Use the Sling Star to reach 
another narrow ledge. Follow it up the remainder of the peak. 


Mario is vaulted to Freezy Peak’s next 
tier. Smash the nearby ice to retrieve 
another Fire Flower. Wait for a boulder 
to rumble out of the cave to the right 
and follow it down the ramp. Hop in the 
air and blast the snowman across the gap 
with a fireball to clear the path. 


The Power Star marks the summit of Freezy Peak. 


SUPER. 
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Freezy Peak is bathed in the bluish glow 
of the Cosmic Comet, beckoning Mario 

to return to the a last time 
for a race. Another Power Star is on the 
line, so Mario must*accept the invitation. 









Cosmic Mario tatters at the jamp! Now 
Maio can pull ahead. Shake aie 
Kemote to make him immediately skate. 
~ f Mario triessto run on the ice, Cosmic 

Mario easily overtakes him again. 











¥ 
Mario sidles up to the starting line 
with Cosmic Mario, ready for a chilly 
run through a frozen course. Instead of 
running, Mario must now outskate this 
spacey challenger. ; 
Skate to.the end of the courses 
At the race's start, Cosmic Mario takes second leg and jump as soon as Mario 
| off like a rocket. Mario must jump into passes under the ice ceiling. He flips, 
the aifvand land to start skating across up to the last third of the track. 
the frozen surface. Cosmic Mario usually ae 
gets an early lead on Mario, but this . 
course offers Mario a few places to make 
up the difference and pull ahead. 
x > 
Pirodette over the gaps in the 
ice squares to close the gap 
between Mario and Cosmic 
Mario. 
ae 
The course's end is especially . 4 


A 1-Up Mushroom is near the 
first snowy patch, but pass it 
by. Mario must stay on Cosmic 
Mario. Jump at the snow patch 
to move on fo the next leg of the 
course. 


tricky—a bad jump is cataclysmic. 
Unless Cosmic Mario is breathing down 
Mario's neck, play it safe and take little 
hops between the ice squares. The Power 
Star is on the last square. Jump into the 
Power Star to claim it. If Mario misses, 
he might.skate right off the square. How 
embarrassing to lose right atythe finish 
line! 
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the galaxy's blazing star contain meee and when triggered, feaiiee towers rise out of the sands. 
To survive this treacherous galaxy, Mario must watch his step on the deadly quicksand—one false move over 
the shifting dunes and it's game over, 
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. Dusty Dune 

Woe to the poor soul who tries to trek across Dusty poe 
Dune's loosely packed sands. The only way to cross the 
dangerous desert is by air, so Mario must sniff out the 


means for flight. 





_ Mario must fly from one tornado to the next, careful not to ever 
touch the dunes. Just one toe in the sand spells trouble, so don't 
be too ambitious with travel paths. Just hop from one tornado to 
the next, always choosing the closest one. The goal is a green 

warp pipe sticking out of the dunes. 
















feeling gutsy? There 
| tsa 1-Up Mushroom 
| among the tornados 
NOM ESM OYA 
reach—but Mere 
barely. 













ov ithout any Lau nch Stars to cross the 
desert safely, Mario must turn to uncon- 
ventional means for travel: tornados. The 
dust devils that swirl across the dunes 
pull Mario off his feet and spit him 
high into the sky. However, Mario spins 
+ 
with his arms outstretched, slowing his 


‘descent like a helicopter landing, > oa ‘ad x 5 
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Step on the two switches beneath th: 
Thaomp Pe release a series of 


* Bits around the spindles to the right. 


“The warp pipe leads to an underground tunnel beneath’the dangerous dunes. t Matio 
must ground pound through a stack of bricks to reach the chamber's bottom. Aled 
the pile’s right and ground pound so a ledge stops Mario,.Duck and squeeze into a 








narrow passage that leads to a shortcut. The tunnel’s bottom floor a offers 


more tr rypble but without as much “reward. . 
cn eee PS 























RE =. aiid { — - | The spindles ‘are large enough to habe 
Pe ho Succes Beet their-6n gravity. Run around the 
spindles to pick up the Star Bits. 











Jump across aT hwomp ) that craches against the bottom floor. After hopping to the 
solid ledge, wait for a trio of Thwomps to crash to the ground. As shesTheoaip a 
back into the air, ees them to grab a Life Mushroom. There isa a giant ¢ coin 
ey Sree above the ng | | 
_ in the vert ical sh att 













The giant coin 
is entirely 
EL 
wall jumping off the 
Thwomps reveals a 1-Up | 
Mushroom along the 
ceiling. To grab the 
extra life, wall jump on top of the S rissa when they 
hit the floor. 





Jump trom the spindles to the < 
Thoomp over the switches. Theres 

af Up Mushroom on top ‘ot the > 
Thwomp. : 













em rip noneete a tire Flower. 
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To start Mario's 

journey up the tower's 

sides, he must jump 

into the tornado's heart — 

and start spinning. A 

flying rooster tries to 

drop explosive eqg3 00 ——_—_———————————— 

Mario, but he easily sidesteps ais volke 

, Soar to the tower's 

| next level. Steer 

| toward the ledges 

| sticking out of the 

| tower's side, then jump 

up to the sandy river. 

— onan 2 Watch it up here; those 

fast- eving sands'c can sn whisk Mario right off the tower and into 
the quicksand below. 
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So, which sand is safe to walk on and which 
spells instant doom? Light yellow sand is safe. 
The orange sand is the real bad stuff Mario must 
avoid at all costs. 























he must slide down a wall until he's right across from where he needs to land. Be 
careful—slide down too far and Mario will-miss the jump. 


The Power Star is located on 
a sandy dise in orbit around 
the Dusty Dune Galaxy's r 
main planetoid. Mario must 
somehow find the series of 
Pull Stars that yank him to 
the disc. From there, it's 
a matter of maintaining 

2 to keep from falling 
into the sinking sand while 
finding the secret switch 
that leads to the Power Star.» 
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Jump in Th 0 the tornados to flutter up 
toa giant coin. When Mario ) grabs ie 
| coin, a new tornado appears. Soar over to 

© that tornac o-tog jet some extra lift. This 
Jeu Mario | up to a ledge just below a 
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era wl where Mario stands: at the mission's start, the, coast looks fairly cleat. . 
However, step. out onto the circular platform's center to grab a lone coin leads —— 
rouble. Five crea ures pop out of the sand and wobble about the platform. Stun 
the creatures one at a time wit ne with spins, then kick them off the platform into the = 
sand. Kicking each creature ire off the platform results in Star Bits, which Mario can 
- use to daze the remaining monsters. * 


Now Mario must wall jump to navigate ' | ' ea | 






i 


E through the three-columned route that 3 ‘ 
E winds around the tower's side. Sometimes | | 

i OS 

= of. a | : 
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\) This hungry Luma leads to this galaxy's hidden 
yy star. If you wish to pursue the star now, check 
the mission strategy for “Sand Capsule and the 

















¥ Silver Star.” 
" fe 
Jump to the ring, watching out for the boulders. The Sling 
Star that leads to the next part of this planetoid is on a small patitiiiiee 
* platform in the ring’s center. A Rainbow Star is under the a 


platform with the Sling Star, so grab it and tear around the ring 
to get rid of the boulders and collect Star Bits. 









£ the ring, 
LO 
small platform to 

the north. There is a 
Life Mushroom on its 
underside that raises 
| Mario's health to six. 









Mario lands so hard on the sandy ee f , Sling Star bounces Mario to a small planetoid with ¢ 
Ky platform ne: t to the ring that he sinks Sones. Jump trom this plan BfO id o the next one in the ch 
up to his waist. Jump to free him from SPOOR OU Ny: 
the sand, then investigate the area. 
There are coins in ice crystals on this 
platform with rounded edges. Rounded 
edges? That means Mario can walk to the 
other side and be held down by gravity! 
» Sure enough, there's a surprise waiting 
for him on the bottom—a hungry Luma. 
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A. Star Chip 























0 EEE 
* 
a _ aa = Tf is a wat, mare Farterstrveielica. 
= Tay get off this sandy ti ing must collect five blue Star Chips. Collecting these far ar side aut to teach it, | Mario must 






io’ 
. is complicated, ny the ning ne that whooshes Mario around the ring, giving him ‘a series of m moving platforms) 
ea rief ane tunitie to tN Star ie before he must go aroundyagain for in the sand. Searing sun rays bear down 


+ fea (or third ) shot. ist Star | a ona small hump just beyond the on the planetoid, too, so be careful not 
| g point, a rocky b mi ha Dry and a shell. to step in their focused energy. While > 


jumping across the platforms, grab as 
many coins as possible—especially hi 
Mario gets zapped by a ray. 























oN ee 
=| 9 y he passes ¢ 


: The warp pipe leads to a familiar- 4 
= looking secret room—it's just like the 
z er... wae one Mario found on the other side of 

= the orange pipe in the Good Egg Galaxy. 





















i! Bedroom 
Follow the same steps, collecting the giant coin to start a trail of musical notes. Picking up all the notes, mo 

though, results in three 1-Up Mushrooms instead of just one. After grabbing the Mushrooms, use the pipe in 
the ceiling to leave. = , oe. 
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There are two 1-Up Mushrooms on the dise’s tan side. The first 
is on a ledge directly across from the massive Thwomp. Mario - 
can reach the ledge via long jump or tornado. The second 1-Up 
Mushroom is on top of the Thwomp. The only way to reach it is 
to use the tornado to flutter high enough to grab the edge of the 
Thwomp and hoist Mario up. 





sandy dise. Almost the entire surface is 
covered with deadly quicksand, so stay 

on the stonework. Thesstone paths wind : 
around jaggedly—hbe careful. There 

are rings in the dise that let Mario 

slip between the planetoid’s two sides. 
One side has tan-colored bricks; the 
other side has dark gray bricks. When 
walking across t 
















the path, cr “4 
on the tornados. Getting swept up here 
isn't necessarily beneficial, especially — 
___ if Mario stops flying right over the 

al 


quicksand. 


Use the ring at the walkway’s end to switch back to the disc's 
gray side. More tornados twirl along the bricks. Avoid them as 
Mario heads right, to the next ring that connects the two sides. 
There is a 1-Up Mushroom on a single brick between a tornado 
and a Dry Bones. Mario can grab it with a single jump, but 


. watch that the tornado’s winds don't accidentally grab him. FL : a SIH 
* ; | <p aN 
ia GavVAry 
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the mek On the mee rate = 
tornados is a tower. Climb the tower an 
ground pound the blue switch at the top. 
OR ELCLORLG tower—on this side of 
the disc. The tower is now on the dise's 
other ie aie a way to reach - 








’ Mario starts the mission on a stable sand disc—novworries of quicksand he here—butSie ¥ 
_ there's seemingly nowhere to go. A series of blocks hang high above him, “but how 
can Mario get ‘teatown? round pound the nearby red switch to make the blocks 
iN from the sky-and sink into the sand. A Launch Star is at the top of the block > 
in mn, put before Hariougor use it, he must dodge all the i incoming bricks. : 





IL cwiteh’ s effects 
are temporary. A ticking || 
clock speeds up when 

the tower is about to drop to the 
disc's other side. If Mario misses 
the Power Star, he must return 
to the dise’s tan side and hit the 
blue switch again. 



























ith ex loding ? 
eggs. de the 59s and tho blocks. [f Mario is “ve indo a brie hela te 



























S and: must start the mi jission ove mite Pygiioon comes down th Lissa 
EOL OSs ta othe of Star Bits. Diner all the | r ve the he cursor over | tthe 2 falling ints A 
| Tien gees pocket the goodies. ig ‘a i a 





primagames:com) 
a 























Dusty Dune 
Galaxy 














The Launch Star drops Mario on another 
barren-looking dise of sand. But looks 
are again deceiving. He must collect five 
Star Chips to create a new Launch Star, 

tae one Star Chip is currently visible 
in the disc's centetstTo make the rest of 

the St t Chips appear, Mario must ground 
pound the blue switch.-However, before 

pounding the switch, swipe the shell off ° 


the nearby Koopa’s back. 















The blue and red switches control the rise and 
fall of the tower (the blue switch raises the 
tower, the red switch lowers the tower). If Mario 
missed a Star Chip, pound the switch to lower the tower 
and grab it as it drops toward the sand. 
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7 “Mario lafids on the nocthern planetoid in a pair of tiny spherical worlds. A huge 
Pokey dominates the upper planetoid. Grab the 1-Up Mushroom in its shadow, the 


down to the lower planetoid, which is loaded with coconuts. 
S 





The next planetoid is a small, sandy 
sphere covered with coconuts. The sand 
level rises and drops, revealing a couple 
wooden plugs. There are a few crabs on 
the planetoid too. Spin into a crab’s rear 


Stand behind a coconut and look up at the upper planetoid. Spin to boot the 


retreat to the upper planetoid’s bottom tosfind a small Sling Star. This drops Mario 


coconut into the air. The upper planetoid’s gravity snares the coconut and pulls it 


to dispatch it. To get off this planetoid down to.the surface. Now, return to the upper planetoid via the small Sling Star. 
‘ _Roll'the coconut in fronf of the Pokey and spin. The coconut strikes the Pokey, 


hey 


kick one of the coconuts into the giant ie ! 
prickly plant. After Mario pops the popping it and revealing the next Launch Star. 


plant, the Launch Star appears. 
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There is a hidden star 
’ accessible from this 
| planetoid: Sparkling 
| Treasure of the Sand. To learn 
| how to find it, check that = =—S | 
“Sparkling Treasure of the Sand" 
mission's strategy, $= = (| 
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, At the tower's 
} bottom, a warp pipe 
leads Mario inside. As 
/ soon as he’s deposited 
within the tower's glass — 
m walls, it begins to 
~ sink. Although, from 
It’s a visual trick— 
marvel at it later, because now it's time to run. fe 


Mario must run 
through the tower as it 
drops, rounding corners | 


—— SS and jumping up on 
When Mario lands on the tower, he’s 


t * new ledges. Look for a 
close to the Power Star—it's right under  1-Up Mushroom around | 














the glass ceiling. However, there's no acorner, right below nr 
way into the tower from the roof. Mario — ledge. If Mario doesn’t step out of the way, that ledge will 
must step off the roof and d rop to the. squash him. | 
nes disc below, grabbing Star Bits as 
he falls. 
re, * 
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| After a few turns, wooden crates start blocking Mario’ ascent. Spin, to smash | 
" through crates,*leaving only splinters behind. The passageways get narrower as he 
approaches the tower's roof, so try to stay as far ahead spgpeseii. 


































* 
der a ‘The sandy run through the Star Chips 
lit 2 is another time sink. To hurry through 
the area, grab the shell at the start 
before stepping into the sand. This way, = * 
a Mario can try to get all five Star Chips 
on the first trip around the ie Aim 
S SS for the sturdy platforms in advance, 
Sand Blast Speed Run is a zipper of a trip through the “Blasting through the Sand” because if Mario isn't right there, he'll. 
mission. Mario has only 4:30 to cross the planetoids and reach the final disc. If he — au past: . om ge 
fails to reach the Power Star in time, he's sent all the way back to the beginning =» "1" More than iwicerto ger all the, otar 
withioneylasedlife> — = -—- Seermeatermmenen (RIDE; he'll be hard-pressed to finish the 
i — - —_ os T ais x * mission in time. ; ee 
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fh enead tninac ib Hep 4) 
10 speed Things up, use any o 
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stun the rest, then just run through the mass of dazed heads? The red Pokey loves . 
jo spins too. If it backs up to the wall, it drops into the 


its segments, no matter if Mario has, 
em 73 3 
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TREASURE OF THE PYRAMID. 





Dusty Dune 


- a ,™ 
afl 





Fortunately, there are no tornados on 
the disc in the speed pun. Just run 
across the pathways, watching out not to 
accidentally slip off the side, and keep 
using the holes to switch between the 
disc's two sides. 











It's time to return to that hungry Luma and feed it the snack it 
so richly deserves. Satiating the Luma’s rumbling tummy makes 
the little star so happy it turns into a new planetoid. Mario must+ — 
investigate this new planetoid for a hidden Power Star. 








Rush fn the tower on the dise’s tan a a — 
side sia hit that blue switch to transfer Return to the ring world with the crashing boulders. The hungry 
i etowsrtouthe dise’s other side. Now, Luma is on the bottom of the sandy ledge right next to the ring; 


K meotit cae ss the pathway Ce over the edge to spot it. This Luma wants to snack on only 


ieblanewiieh and duck through the hole in 20 Star Bits—which isn't difficult to gather. Grab the Super 
peal ee. Star under the Sling Star in the ring's center and smash the 


| boulders to free dozens of Star Bits. After feeding the hungry 
* ; Luma, it blasts off and creates a new pyramid-shaped planetoid. 
Use the Luma’s Launch Star to rocket to the pyramid and drop 
through the warp pipe on the bottom. 
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— sand. To’craft the Power Star, 
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Tthe pyramid! s interior is largely el 
Mario must somehow find five Silver Stars stuck in the sand. The first one is locked 
in a crystal near the warp pipe entrance. After freeing the e Silver Star, walk to the 
green line on the chamber's left side. Touching the green line starts a mechanism 
that raises the sand ceiling, revealing the rest of the Silver Stars. The only catch is 


the floor rises right along with it! = 
Areas safe from the sand*become few and 
far between. When the sand gets. close to 
the floor, Mario has only a small alcove to 
duck into before he's smashed. Fortunately, 
the alcove's floor is the switch that moves 
the sand. As the sand starts climbing, head 
up the next column to the right to rescue 
the final Silver Star from its crt prison. 


: The rest of the Silver Stars are 
caught in crystals too. Shatter the 


sand swallows it up again. 











When Mario reaches the chamber's top, he spots a red line. This ee: green 


when the sand reaches the top. If Mario steps on the green line again, the ceiling The Power Star that appears at the 
starts dropping back down. After grabbing the Silver Star below the wooden crates, chambers bottom is green. This is one 
run to the line and move the sand again. As the sand comes crashing back down, of the green Power Stars needed to 


head down the next open column in the wall to keep seeking out the Silver Stars. activate the special Launch Star on 
: the Comet Observatory. 





‘BULLET BILL 


* ee 






The second hidden star in the Dusty Dune Galaxy (this is one of the rare 

galaxies with seven total Power Stars) requires that Mario return to a tiny 
planetoid from the “Sunbaked Sand Castle” mission. What are those little 
crabs trying to obscure? 











Cross the galaxy as-before, stopping on 
the small planetoid with the crab infes- 
tation. The sand level on this world rises 
and falls, revealing two wooden plugs 
when the sand is at its lowest. To clear 
up the planetoid, smack a coconut into 
the giant prickly plant. This reveals a 
Launch Star, but don’t use it. Instead, 
wait for the sand to ebb, then ground 
pound the wooden plugs. A trail of 
musical notes appears on the planetoid, 
but the sand starts to rise at the same 
time, Mario must follow that tune, 
picking up all the notes before they 
vanish. * * 


After grabbing the final note, a new 
Launch Star appears over the tiny 
planetoid. (ait for the sand fo rise to 
its highest level to reach it. 




















Mario lands on a bowl-shaped planetoid. The sandy surface is 
stable, so he can run around. That's a good thing, too, because 
there are two Bullet Bill cannons in the bowl’s center. The | 

cannons are atop a large tower that's buried in the sand. Also WW eaten” | 
under the sand is a Power Star. To reveal it, Mario must ground | 
pound the blue switch to raise the tower. While the tower rises, | 
collect coins in tiny alcoves carved into the structure. | maernane 
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The Power Star is 
stuck in a cage. And . ih 
the towers base is | : 
crawling with Ory iii 
Bones! 
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Other cages rise with the Power Star, one of which contains 
a Rainbow Star. Mario can jump off one of the switches high . 
enough to get a Bullet Bill’s attention, then lead the projectile 
down to the cages. Free the Rainbow Star and run through the 
horde of Dry Bones. After eliminating the skeletal Koopas, lure 
another Bullet Bill to the cage with the Power Star. 








ite 
The Power Star a = Vv . | 


bounces to the tower's “mam | 
top. Ground pound the % @ 9 
red switch to lower the . 

tower back into the sand | 
and bring the Power 
Star within reach. 


| 
: ' 
i 


| 
| 
| |||, 
| 
| 
| 






























The Honeyclimb Galaxy stretches into the cosmos as far as the. eye cansee. Only 
Bee Mario can traverse ae giant walls covered with sticky honeycombs, so seek out» | 




























0, 


The first of thecthree walls Bee Mario 


muSt scale is obstacle-free—save * a second wall is definitely more 


for gravity. After rabbingthe Bee dangerous—meteors streak down the 


honeycombs to knock Bee Mario to his 
‘Mushroom at the starting platform, Bee 
Mario can buzz up to the first batch of doom. Since he isn't exactly fast while 


honeycombs and-beg in he "aa _ Crawling across the sticky honeycombs, 







y 








it's often smarter just to buzz-away from 
the wall and avoid the meteors. 









ns on n the walls, inldig giant 0 ones that make Star Bits 

' " edges. To 4 jather the Star Bits, buzz Mario over to one side or 

cursor over the Fly pi ie goodies. Not all the honey- 

1. Mario st fly between the gaps, landing on the sweet stuff 
Favs. oF 





Be careful hazing it) the - Up * 
Mushroom on the lone honeycomb. The | 
) - ft between the spaces is wide, and if 
Fe Per eainbs-cliletes.o ctor of Star, Bite. ae meteor strikes Mario, it's tough to 
ni pe ae os, ‘ arene er, ae iL! purchaseybefore completely falling 
aoe e wall. Grab the giant coin near 
's 4 make a slew of Star He 
he hone combs. bs 
St nil s fly. ‘othe 












2M a & 










At the first wall’s ; top , Bee M Mario finds a ench Star. Buzz over to it and shake 
ira Wii Remote to blast off to the second Nall. Mario flies through rings of Star 
Bits while soaring to the next wall, so wave. that cursor along his path to ay his 


pockets with stardust. | | aise es 
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~ sometimes it's safer just to avoid the 
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Oh no, Mandibugs. These bugs skitter 


Bedroom | 
















The Power Star j is a + the wall’ ‘ ip just sayond ‘the: al fea 
honeycombs overrun with Mandibugs. Fly from one honeycomb 
to the next, recovering flight power while resting on the sticky 
spots. Wave the cursor over any Star Bits to collect them while 
resting. When the coast is clear and the Mandibugs are inching 
back to their starting positions around the Power Star, buzz up to 
claim the prize and return to the Comet Observatory. 
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Bowser's first defeat at the sil of Mario was only a minor 
setback. The Koopa King is back to work, tinkering with even 7 
more menacing machines that could drastically alter the fabric of | 

the universe. Mario must follow Bowser to his next outpost, the Matter React 
Dark Matter Reactor, and stop the tyrant before he irreparably =|) eee 
damages the galaxies. If Mario can best Bowser again, he can >| 
take back the stolen Grand Star that powers the Dark Matter 4 : 
Reactor and return it to Rosalina. 


across the honeycombs, trying to knock 
Bee Mario off the wall. Bee Mario can 
push’ away from the wall and ground 

pound on their backs URCELNCUL a 


rirtetst irirtetrfetet 


an se 
a 
Wee eT 


bugs as they crawl faa Keep crawling 
up the wall, inching in front of the 
Mandibugs § so they rush forward. As the- 
Mandibugs slowly. retreat back to their 
origi positions, Wess ahead. 
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Bowser's Dark Matter Reactor spews 
forth some icky, horrible gunk that is 
deadly to the touch. The journey to the 
reactor and another battle with Bowser 


requires Mario to avoid the purplish goo. 


at all times. Unlike falling-in chilly 
water orolava, Mario doesn't bounce out 
of the dark matter with just one less: 
health wedge. Qne touch and he must 


* 


start over. 





Dark matter is everywhere in this 
mission. Mario must ride moving: 
platforms up entire walls of the stuff, 
as well as carefully jump across rotating 
ledges over a giant cylinder of dark 
matter. After crossing the cylinder, 
Mario enters a field with crazy gravity. 
Whatever way the arrows on the wall 
point is “down.” There are dark matter 


walls everywhere, so Mario must stand on 


the right sides of the moving blocks so 
he's pulled to safety, not to his doom. 


to the sliding platform. Then hop to the 


_ L-shaped block, but stay in the crook 


as (t /ayorotetexe into the green area. 









Sump across the pink wall to be pulled 


The green area pulls Mario to 
the right, so jump on top of the | 
C-shaped block, then leap fo the | 

next sliding platform. 





Hop*to the crook of the next 
| L-shaped block as it slides into 
_ the blue area. Once the’ gravity * 
| field kicks in and pulls Mario 
_ down, fump up and grab the 
1-Up Mushroom. 


| Jump trom the blue area to the 
ledge with the Goorlba patrol. 
Dispel the Goombas with spin, 
attacks, then climb the pole to 
reach the.weactor s next level. 
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| Dark matter also eats through any 

© surface. At the pole’s top, Mario must 
hop down to a ledge that's being consumed 
by “moving holes.” If Mario’stands still 
and a hole passes under-his feet, he falls 
through. Jump over the holes onto a series oy ee : te THE 
of pink sliding platforms. These platforms | ¥ ey | | sewwe eee ee) | errs 
glide across a giant block of dark matter. — | pe 
There are holes in these platforms, too, so 
jump back and forth across the platforms 
to avoid the dark matter and pick up a 

-Up Mushroom. 
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After riding the pi latforms, ‘jump: 
to a series of sliding yellow squares 

on a pulsing block of dark matter. The 
dark matter holes on these squares arene 
stationary—the square slides over them 
instead. Ju 












mp across | he sq 

a crystal at the dark be's top. 

LO oe OR 
next field of switching gravities. 
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the pressure. After getting 
back up, he unleashes a 
three-pronged attack. First, 

he covers the reactor with 
fireballs. While trying to 
avoid the fireballs, Mario 
must then jump over Bowser’s 
shock waves. The king even 
lets fly with a few punches 
before he resumes jumping 

‘on al high over the reactor in an 
effort to stomp out Mario. Again, lead Bowser to a glass plug 
so he burns himself in the process. 










Bowser isn't necessarily surprised to see Mario again, but he's 
not too happy about it either. The Koopa King roars into action, 
pulling Mario to the heart of his Dark Matter Reactor, This 
battle unfolds similarly to Mario's first encounter with Bowser. 
The hero must avoid Bowser's shock waves and fireballs long 
enough to trick him into crashing into one of three glass plugs 
that contains the pulsing star energy within the reactor's heart. 


a A 


| Bowser begins his attack 
by stomping on the reactor, 
| 
| 
| 





sending shock waves rippling 
over the surface. Avoid the 
shock waves by hopping on the 
circular green platforms. As 
before, these green platforms 
contain hidden coins if Mario 
tricks Bowser into smashing 
one while he's throwing one of 
his infamous tantrums. After 
SO eC 7 
waves, Bowser starts patrolling the planetoid, throwing wild 
punches. Back off to avoid the swings. 





Mario must strike Bowser three times 


while hes on his back. 
4 





After pounding Bowser 
three times, the brute 
relents. He escapes to 
‘il lee another corner of the 
= ———.-—. universe, leaving behind the 

7 ae = Grand Star that powered the 
Dark Matter Reactor. Mario 
takes the Grand Star back 
gem to the Comet Observatory, 

se fueling the space station. The 
Engine Room Galaxies are 
now available. 





After several punches, 
Bowser leaps high above the 
reactor. Mario must run to 
one of the glass plugs. When 
darkened by Bowser's shadow, 
get out of the way. The 
tyrant crashes down to the 
reactor, shattering the glass. 
and burning himself. Bowser 
then flees from Mario while 
his tail cools off. Mario must 
give chase for a little bit. 

If Bowser spots Mario, he runs in the other direction. After 
several seconds of running, Bowser stops to recover. Mario 
must then strike Bowser's tail. This flips the king on his back, 
which makes him totally vulnerable. Deliver a spin attack to 
Bowser as he slides around the reactor on his shell. 
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rhe yuna Luma outside the Bedroom Dome is craving Star Bits. Feed it 600 Star Bits, and the little star 
blows up like a balloon and blasts off into space, transforming into an entirely new galaxy: Bigmouth Galaxy. 
Mario must follow the trail to the Bigmo 
recover. = hate 


i 


uth Galaxy and investigate—there's surely a Power Star here to 





After slipping into the water, swim straight down to the kelp 
gardens. The seaweed obscures another 1-Up Mushroom. Then, 
swim forward and blast through the brick wall to enter a giant 


















¥ chamber. 
In deep space, an old penguin makes 
his home in a whale-shaped planetoid. 
However, his personal paradise is Se | Co a 
threatened by monsters, such as giant 2°." = (i aes = . ure By 
jellyfish and crabs. If Mario can help the — | Xi Mm hs On ity eine ald i Pp AY | Mme | Bowsers Dark 
elder penguin and recover a golden shell = J. a Lali Te ee ee gg 
from beneath the waves, the penguin will J") y went 
let him return to the Comet Observatory = [> OS ee eal | “ee ' | ee Bigmouth 
with another Power Star. SS ST oe a 
NR SS Beyond the brick wall, four jellyfish dance around something 
sparkling. Swim down for a closer look—it's a Star Chip. Four 
more are hidden in the kelp around the jellyfish. 





Before leaving the beach, gather all = Fh Qice 
the available goodies. There are rings of — 
shells in the liane 
middle of the rings, the shells turn into 
Star Bits. Smash the nearby rock pillars 
to recover Star Bits too. Spin the soft 
hacksides of the blue crabs on the beach; 

‘they release a 1-Up Mushroom. 
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The ee Star sends Mario up to range pool of watern | 
line The gout chell is vee 80 he 4 aie lie, 
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Mario can use the golden shell to pop 


"either the giant jellyfish or the four little 


| ee large chamber for coins. New 
| golden shells regenerate in the upper sea every 
|| time Mario fires one off into an enemy, 


| e) | Take the golden shell back to the beach. 
: im through the hole in the brick wall and 
j) ski | around all the waiting Boos just below 
the coastline. 
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Gold Leaf 
Galaxy 
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The Gold Leaf Galaxy looks remarkably like the Honeyhive Galaxy at the ae af autumn. The main planet is — 
set up almost exactly the same, except in reverse. However, once Mario leaves the main planet and explores the 
Gold Leaf Galaxy's outer worlds, he discovers strange new planetoids of all shapes and sizes. 












GOLD) LEAF |GALAXY % 
Searching for Blue * 
% AX 





The first Power Star in the Gold Leaf Galaxy is on 

a spherical planetoid high above the main world. To 
reach it, Mario must assemble five blue Star Chips ll ew. 
to create a Pull Star chain that points directly at the = ||//e = 
Power Star's resting place. 3 “Gulan 


AXV1I1V9 4V371 0109 


* 


Peete Sea Se 





wont eran ey mite 


A. Star Chip 
| & Bee Mushroom 
®) 1-Up Mushroom 
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A friendly bunny greets Mario whenvhe arrives in the Gold Leaf Galaxy, telling him 
about the five Star Chips that the other bunnies have been gawking at—a hint to 
look for wide-eyed bunnies in order to spot the Star ane planet is infested 
with bugs, so as Mario peeks around for the bunnies, stomp out the ae powers 


for extra Star Bits. 
a ) * . 
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Before setting off to explore, look out to Space. | . y 
Just like the Honeyhive Galaxy, there are 

Star Bits in the sky, but this time they form a 

jant “L.” And that ledge with the 1-Up Mushroom in 

oneyhive? It now holds coins. 


The first Star Chip is on the ledge 
directly ahead of ha ig PRaetag 


4) position. Follow the bunny seen near the 
planet's edge and step around the ledge’s 
rear. Wall jump up the alcove to reach 

| the ledge’s top. The Star Chip is in the 

middle of a trio of Piranha Plants. 


Be. 
) another 


#1 
i mp down from the edge t 
f three 


lise anny y “tal nding t In the middle ¢ 
NO iyi en p /egs Hh, The t | 

d divectl yo d at the nex t St $s TOC 
A high to fe pach wi ithout ai aid, , $0 al Si 

; 2 T re 
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a af 4 r 
WO ode 1] peg. A small Sting 


I Waa ppea rs that - bour Aces “Ma ari Ne p } TC 
the ‘ Star Chip. 


p ang hop ip to the trapeze. Swing back 2 
i er small Sling Star. Spin into the Teron 
yp toa ledge with a fountain. Brel all the crystals around the water to earn 
Bits. Wait for the geyser in the fo ‘ountain’s center to stop, then backflip into the 
middle of the water. Mario june and grabs the third Star Chip. 
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SE arte 
Chip, return to mer position on 
the planet. There is a large flower near —» 
the fence that lines the planet's edge. . 
Swing up the flower stem to vault to the 

big ledge containing the massive tree. ~ 
There is a line of coins on the ground that 
LOSE to a Bee Mushroom 0 on 2 mn pe. 








Buzz up to the next ledge, stopping on 
the purple flower petals to restore the 
Flight meter. Ground pound the wooden 
peg in the hollow stump’s middle to 
release a bevy of Star Bits. 
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Those silly Cataquacks have 
mri one-track minds—they just 
love to chase things down - 
! f then flip them into the 

iP ap ith their giant bills. 
S Mri can use this talent to 

his advantage, though to 


reach the second Power Star 
in the pala Leaf Galaxy. 
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When Marto a arrives ae on the 

main planet, the boulders’are really 
thundering across the countryside. Weave 
between the rolling rocks and follow i 
the mainiraaa to the cave that all the 
boulders are coming from. Q soe spin 





the stone circle near the cav 
some extra Star Bits. 


0 get 














Mario must play with the rereny 
that is next to the cave. It is penned up 
and cannot run away. Look on the ground 
in the little corral. There's a shadow of 
a small Sling Star. Lead the Cataquack 

_* near the shadow and let it toss Mario 

~ into the air. Spin when he closes in on 


ng Star. 
“the Sling Str 
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<= Bee Mushroom 
@, 1-Up Mushroom 








PRer nicking up Ber neare 7 Bee 
Mushroom, buzz across. the planet to 

_ tind two more corralled Cataquacks. Let 

them bounce Mario.up to the next ledge. 
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Another corralled Cataguack? These | 
creatures must have a tendency to M 
roam! Let the Cataguack bounce Mario 
up one more level to a ledge with a 
red button. 


ario lands on a small planetoid occupied by a Wiggler and a 
Cataquack. Leave the Wiggler alone and concentrate on the overly 
friendly Cataquack. Lead it to the flat spot at the planetoid’s top. 
There's even a Cataquack symbol on the ground marking where 
Mario must lead the creature. Let the Cataquack bounce Mario up 
to a large cube-shaped planetoid. 













The Cataquack here is sleeping. Wake it by smashing the 
wooden crates on the cube. (Many of the crates contain Star 
Bits and coins too.) When the Cataquack is awake, let it chase 
Mario around the cube. Lead it between the bushes, staying close 
enough to keep it interested, but not so close that it flings Mario® 
into the air. 





Ground pounding the red button 
releases a string of Star Bits along the 
narrow path behind the waterfall. Walk 
acrogs the path—don't get Bee Mario 
wet—and walk to the ledge with the 
fountain. Before taking off to the next 
planet via the Launch Star, shatter the. 
nearby crystal full of Star Bits. 


Lead the Cataguack | 
to the launchpad 
marked with its 


symbol. 


a 


=e 





The Cataquack flips Mario up to a long, narrow planetoid 
covered with crawling Cataquacks. There is a Launch Star at the 
planetoid's far end, but it's too high to reach without the aid of a 
friendly Cataquack. Lead a Cataquack across the planetoid and let 
it bounce Mario right into the Launch Star. 
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After Mario dons the Bee Suit, lead 
the Catagquack to the wooden towers 
_ base. Let it bounce Mario up the, | 
© towers side, then buzz the rest of the» 











way to the top. ; 
. , 
pace Buzz to the round pedestal next to the flower garden. There's a Wiggler making 
RS se cae the rounds on the pedestal, so fly over its head and land safely in the center to pick 
The Catsquack launchee: Maria tose up some Star Bits and recover Bee Mario's flight power. After a brief rest, jump 
ri 4 


to the flowers. Several insects spoil the serene scene. Buzz over them and grounds 


spherical planetoid, sectioned off into rand to clean off the flowers. 


different parts by short walls. Jump 
over the first wall to the right to clear 
out the little monsters splashing in the 
water. Spin in the shell circle to collect 
some Star Bits. After emptying out the 
watery area, jump back over the wall and 
look for a mole’s trail in the dirt. 


* 
The Power Star rests on the last ™ 


| bloom in the flowerbed. Buzz over to it 
and retrieve the prize. 









7 , = rash GOLD LEAF GALAXY 
The mean mole has corralled that 

poor Cataquack. Ground pound next to 
the mole to stun it, then kick it off the 
planetoid. Smooth out the disturbed — 
soil with a spin, clearing a path for the 
trapped Cataquack. Lead it to the small 
grassy mound and let it bounce Mario 
straight up to a Bee Mushroom. 


‘. ’ 
A little rain is always good for 
the flowers and trees—but not 
for Bee Mario. He must use the 
Bee Suit to climb the tall tower Hk 
above the main planet and wrest | 
a Power Star from a mole. 
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When Mario budzes up to the next 
. edge, immediately duck into the 
alcove to avoid the rain. fhe ever gets 
wet and loses his Bee Suit, he must 
drop gack down to the fast available 
Bee Mushroom. 
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The Star Bits in the alcove are a big 
Aint. Duck into the alcove and wait 
for the next rain cloud to drift by. 
After it passes, buzz out and fly up 

to the next level. 


The giant coin next to the spring 
creates a hatch of Star Bits. Scoop 

up the goodies, then use the spring to 
bounce up to the tower's top. There is a 
stone wheel on the ledge. Ground pound 
it to release a Sproutle. 














| The Sproutle shoots through the air, 
} connecting Mario to the arena at the 


the Wii Remote to swing Mario along the 


o || Star's guardian, a mean mole sitting in 


High atop the tower 

that overlooks Gold Leaf 
Galaxy, a mole with a 
nasty temper rules all. 
Seated in the cockpit of a 


a 
— 


fills the air with bubbles 


‘ 


vege i ila 


ae \ 2 f —° | ey ill 
Se, GT fh reer: wie U4 fe that whoosh away any 

| Py y' Re. us oh)! LA, : encroachers. Mario must 
somehow buzz in close to 
the mole and smash through the glass that covers the cockpit. Three hits are all it 


takes to send this mole packing for another galaxy. 


fires only one bubble every few seconds. It's easy to duck behind the gray wall 
near the arena's center and dodge the attacks. Right after a bubble pops against 


| the wall, buzz out and fly to the cannon. Climb to the cockpit's top and ground 


pound right on the glass. The mole shakes Mario free and steps up the frequency 
of the attacks, 
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With the mole shooting more bubbles, Mario could use more cover. Fall back to 
the red button on the long walkway, protected by two small walls. Ground pound 
the button. Several platforms rise out of the arena. Use these platforms as cover 
while closing in on the cannon. If a bubble has already hit Mario and he's lost the 
Bee Suit, he must use these platforms to reach the cannon's top and deliver the 
second blow. 











tower's top. Grab the Sproutle and shake 


‘Vine and land right in, front of the’Power . 




























= it one last time. 
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A hidden Power Star in ‘Gold Leaf Galaxy—that's music 

to Mario's ears. To retrieve it, Mario must return to the 

"Cataquack to the Skies” “mission and seek a series of 

‘musical notes. If Mario can | slow a tune lo g enough, he'll 
, hea ar the s eet sounds o1 
peek eels Sr ) — 
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Now the mole fires with wild 
abandon. Mario must use cover to 
_* close in on the cannon. If a bubble 
strikes him, he flies across the 

* arena, slamming into the fence. 

If Mario drops on the ground, he's 
unharmed. However, if the bubble 
pushes Mario over the spikes 

__ in parts of the arena, he takes 

. damage. Bounce up the ledges to 

“ reach the cannon cockpit and smash 


‘ower Star falling into his hands. 
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The Power Star appears at the 
arenas edge. Caretully samp to 
if, avoiding the spikes. 


When Mario returns to Gold Leaf, use © 
the Cataquacks to reach the large tree 
with the moat around its massive trunk. 
However, instead of continuing up the 

ledges with the corralled Cataquacks, 

walk toward the bubble machine next to 
the tree trunk. Jump in the bubble. 
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Hit the bell hanging off the tree with the cursor to release musical notes. The 
swirling notes circle the tree trunk twice—but they do not hang in the air forever. 
Mario must collect all the notes before they vanish. If he,misses a single note, the 
Power Star will not appear. , + : 


The two Marios hunker down at the | 
starting line. As soon as the race begins, 
Cosmic Mario takes off like a rocket. 


Saale , | - Ve SE Mario must keep pace, boltingtup the 
Before grabbing the Power Star, blow Mario into the giant coin at the tree's top. well-worn path to the set of blocks that. 


This releases a trail of Star Bits that leads straight to'a 1-Up Mushroom. After span the gap in the planet's middle. Try” 
collecting the Mushroom, blow Mario back around the tree to pick up the Power Star. to cut off Cosmic Mario right in front of 


4 








the blocks, making a sharp right turn at 
UC 


Colliding with the Power Star 
may burst Mario s%ubble— 
but for once, thats music to 

his ears. 








When the Cosmic Comet rises over the Gold Leaf Galaxy's edge, Mario must return 
to challenge his rival, Cosmic Mario, to a spirited race across the planet. This race 
is quite a contest, as Cosmic Mario no longer makes mistakes. He has his eyes on 
the prize, so Mario cannot afford any false moves on the way.to the finish line. Cosmic Mario flawlessly executes 


his jumps up the blocks. If he pulls 
ahead here, not all is lost. However, if 
Cosmic Mario is well in advance by the 
time Mario reaches the ledge above the 
blocks, just grab the 1-Up Mushroom so 
losing the race isn't a wash. Li Mario is 
in the lead, though, don't be tempted by 
the 1-Up Mushroom. Just concentrate ont 


keeping ahead of Cosmic Mario. 
oe a * 
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This is the second 
place where Mario can 
get the lead over Cosmic — | 
~p _ | Mario. Cosmic Mario 

© | usually plays it safe, 
-_ a =, ____ | opting to head right and 
= EE ae / hop across the short gap, 
even though he must run Reown a longer path to reach it. ars jump across the wider gap to the pair of blocks 
sticking out of the middle walkway (occasionally Cosmic Mario will take this route too). From there, it's a 
straight shot to the finish line and the Power Star. 


Sea Slide 
Galaxy 





- The Sea Slide Galaxy is a huge watery ting floating in race, peacefully inhabited by the penguins. These 
playful birds are harboring a.collection of Power Stars, so Mario must blast off for the wet world. If he shows 
the penguins some winning moves, they'll award him with their precious Power Stars. 


SEA SLIDE ( " 
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It’s shark week in the Sea Slide Galaxy. The great 
predator of the deep has moved into Sea Slide and is 
currently making life difficult for the penguins. Can 
Mario restore balance to the ecosystem? 
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Why are all the penguins on the beach? 
Shouldn't they be laughing and playing in 
the water? It turns out that a big bully 
of a shark named Guppy has moved into 
Sea Slide Galaxy and has scared all the 
| penguins on to land. This simply cannot 
7 " stand. Dive into the water and swim’ to — 
cn who ingen underneath the eons arch Po the right of the beached penguins. Pass through the school of fish to 
close in on ring@ 4 








) Before going to Guppy, swim around the ring and 
wave the cursor over banks of Star Bits to pad 
Mario's pockets. He needs all the Star Bits he can 
ie many: pelees need to be fed. 
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Guppy freely admits that he's taken 
‘over the waves, but he loves a good 
challenge, so he tells Mario that if he 
can keep up with his master swimming 
skills, he will consider letting the 
penguins back into the water. Mario 
must follow right behind Guppy and pass 





Thread the needle at the gate near the 
fower to zero in on ringB. 


through eight rings. If Mario misses a ring or - makes a full loop before Mario 
crosses the eighth ring, the penguins must remain permanently landlocked. 





King is between the two caves that 
run beneath the grassy hill. Take the 
left cave attér passing through the 
ring. There is a 1-Up Mushroom on 


The first ring (labeled © on the map—you will work toward 9) is close to the \ the seatloor. 
starting point. Mario isn't a bad swimmer, but he cannot keep up with Guppy just —_ 
by kicking his feet. Between the © and @ rings, pick up the shell between two rocky 
pillars. The shell helps Mario keep pace with Guppy so the shark doesn't get too far 


ahead. 








King @ is on the eile of the 
Sea Slide Galaxy track. 


King 8 is between these two rocks. 
fts a tight fit, but Mario can squeeze 
through the hole between the rocks to 

keep on Guppys tail. 
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Now that the seas are safe again, the penguins are busy frolicking — 
in the water. It isn't long before their love of swimming leads to 
a race. First place gets something shiny, so Mario better sign up 
for this race. 









Guppy is a sharkiof his word. He : 
surfaces on the beach next to the 
penguins and apologizes for his brutish 
behavior. The penguins are now moge 
than welcome to cool their beaks in the 
water again. As a reward for reaching a 
peaceful resolution, Mario is given the 
honor of a Power Star. * * 
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If Mario ever hits a 
jy breakable wall or one 
| ~ Of the Gringill, he loses 

his-shell. There.are other shells 
on the course, but it's tough to 
catch up with the leader unless 
Mario holds the same shell for 
the entire race. 












The penguins are milling abet the beach, ge atfing ready or a higoed race, Saad 
the Sea Slide Galaxy's watery ring. Five entrants can join the race, but only four 
penguins have signed up so far. That leaves one empty spot for Mario. To enter the 
race, talk to the purple penguin on the beach» Mario then appears at the starting 
line with the four penguins. After 2 quick countdown, the race begins: The current 
record for the race is 1:30, but surely Mario can beat that? — 
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Just as Mario saaded a shell to isep up with Guppy, he Rien one to stay 
competitive with the sleek penguins. Mario will remain in fifth place dntil he picks 
up a shell. The first one available is just under a small island in the river's middle. 
Spin to grab the shell as he spp roneNeS Within SSEanue; mane catches up with * 


— fourth place. 
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| The large red-and-white banner marks 
| the finish line. If Mario crosses the - 
fata Ts before the other penguins, he 
earns the prize. The Power Star appears 
on the beach, next to the Toads that 
enjoyed watching the race. Pitk up the 
Power Star to return to the Engine Room 
Dome. | 
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The penguins actually don't have the third Power Star of the Sea Slide 
Galaxy—but they can point the way to it. Five Silver Stars are on the great 
ting. Mario must collect them all to assemble the Power Star. 





| Once Mario has the 
5 SCONE LCR 

~ Silver Star is within | 
reach. Fly to the top of | 
the small puffy cloud | 
directly ahead. Mario 
can stand on the cloud, “= — ae 
so take a breather and regain any vapent flight pone othe buzz 

over to the stone arch and pick up the first Silver Star. 














The ayer for the five Silver Stars T 
Sea Slide requires Mario to take to the . 
skies—none of the stars are underwater. 
Fortunately, there are Bee Mushrooms 
on the ring. In the Bee STE Mario c: 
buzz above the waves and seek out his 
quarry. As-always, watch those toes when 
near the water. If Bee Mario gets even 
the tip of his shoes wet, the Bee Suit 
melts away. | 





2A There are no invisible walls that prevent a | 
/ Mario from flying outside the ring. If he's | 
| buzzing over empty space when his Flight meter 
| runs react he falls straight down. And ti 2 going. | 
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3 blast off ae the Sea Slide ring 
fora few.moments. A Toad lias built a cannon on the ring’s edge that can launch — 
TG ORTTRORLOMCLY. spaceship, where he can retrieve the Silver Star. (Hey, that's 
a hungry Luma next to the-cannon.) Jump in the cannon and aim for the Toads’ * 
spaceship. Mario zooms through the air and is caught Pt the small gravity field 
surrounding the spaceship. 


The Silver Star is above the ship. : 
Use the Pull Stars to drag Mario off aoe 
the spaceship and to the Silver Star. ne | 
‘return to the ring, use the Sling Star at 
the end of the Pull Star chain. A 1-Up 
Mushroom is out here, though. To get 
the power-up, pull Mario to the last Pull —=— — 
Star but release @ right away so inertia carries shinee over an ths \- m7 Mushroom. 
As soon as he has the Mushroom, immediately pull him back to the Pull Star before 
he floats away. 
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long enough for Mario to kick them off 
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giant mangrove that sit shade for 
ONIN CACHE MULE Cea 
across the ring, stopping on stones and 
clouds to recover spent energy, until 
Mario closes in on the mangrove. Several 
spiders reside in the mangrove, so watch 
out for them. Star Bits stun the spiders, 


the tree with a spimattack. 








| but spiders ae the. Silver Star af 
the mangrove's top. Stun those spiders 
with Star Bits so they harmlessly swing 

on their webs while Mario closes the = 






deal with spin attacks. After the spiders 
are off the tree, jump to the mangrove's 
top and snag that fourth Silver Star. 
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| to see when he's hovering 
directly over a branch and won't 
slip off when he tries to land. 





The fifth Silver Star is on the island in 
the ring’s exact center, but it's much too 
far to reach with the Bee Suit (Mario 
would make it halfway before dropping 
out of the galaxy). To reach the island, 
drop off the mangrove and land on the 
__water-filter machine at the tree's base. 
“Toads, penguins, and even Guppy have 
gathered here, all staring at a special 
valve. 





Spin on the valve to unleash a blast 
of water from the filter station. The 
water snakes across the empty space and 
splashes against the island in the ring’s 
center. {i he water and let the 


everceni whisk M. io safely to the island. 
ioe me MSND Y — 0 
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Mario splashes down on the island's lower half. There's suffi- 
cient gravity to hold him to the ground, so walk up the island's 
side and grab the giant gold coin. The coin unleashes a symphony 
of musical notes that circle the island. To pick up an extra 1-Up 
Mushroom, avoid the crabs and capture all the notes before they 
vanish. 
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The Power Star appears, but it's all the w 
beach. Leave the island via the Launch Star, then use a network 
of smaller Sling Stars to land on the Power Star's beach. Grab 
the Power Star to end the mission. Mario's not done with the Sea 
Slide Galaxy yet, though. There's still a hungry Luma out there, 
so return to this mission to locate the galaxy's hidden Power Star. 
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When Mario returns to the galaxy, he : eT = 7? 
~ must collect 40 Star Bits before feeding 4 Lea 
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The hungry Luma that was hanging out by the cannon in the “Silver Stars of Sea 
Slide” section needs some Star Bits*soon so it can transform into a new planetoid. 


the hungry Luma. Spin in the shell 
circles to pick up Star Bits. Swim around 
the island, waving the cursor over signs 
and clouds to pick up additional goodies. 
If Mario still needs more Star Bits, swim 


lays 


to the castle tower and use the Koopa shell to break open the nearby treasure chest. 


This should be enough to feed the Luma. : 


The Luma transforms into 
a planetoid'made entirely-of 


far to reach with the Bee Suit. 
Use the Toads’ cannon to blast 
off from the ring and land on the 
new planetoid. 
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pick up every musical note on the— | 
planetoid. However, as soon as he lands, 
the ground beneath him starts to vanish. 


shrinking platforms. But it's too . 








To earn the Power Star, Mario must 


He better get moving if he is to cover 
every square inch of the planetoid and 
gather all the musical notes. 


Start by running all the way along 
one line of the planetoid. Pick up every 
musical notes on this*single line—don't 
step off it. When Mario finally wraps 
around the planetoid once, move to the 
next line and*follow it all the way around 


~ the planet's circumference. 





After clearing the planets center, start 
picking.up the musical notes on the 
‘arms. mi 
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Kaun to the-Bnd of an 
arm on one side, then 4 
come back down the 
other and move on to © 
the next arm. 


The Power Star appears in the center 
of the now-barren planetoid. Stand on 

the final platform as it shrinks so Mario 
falls right to the Power Star. 

















Run across the platforms in lines to collect the remaining 
musical notes. Snake down the various arms to grab the notes, 
then move back and continue on to the next arm. The ultimate 
goal is to use up every space on the planetoid, grabbing the final 
musical note off the last platform. 








The Cosmic Comet rises over the Sea 
Slide Galaxy. The ring world is bathed 

in the comet's blue hue, indicating the 
return of Cosmic Mario. Still sore after 
losing to Mario in Gold Leaf Galaxy, 
Cosmic Mario challenges Mario yet, again 
for another Power Star prize. — 
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‘it, he can stay competitive with 








Mario and Cosmic Mario line up at the beach a “= ready y to sprint to the water. Fallow the arrow,signs to the beach 
Cosmic Mario executes a solid dive under the waves, and unless Mario can dive — belowsthe tower. When Mario surfa 
right i in after him, Cosmic Mario gets an early lead. Justias Mario jumps out and =. spin to dispose of the shell and make a 
touches the water, press @ to dive. Accidentally ground pounding in Tl AL air just “beeline for the-tower. 


brings Mario crashing down while Cosmic Mario slips eney. 
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‘Grab the red shell near the 
starting line. Mario misses 


Cosmic Mario by constant 
: y iy 
spinning, but its harder to 

control. 





Hf Use the speed boosts to rocket 
through the watér. Again, 


Cosmic Mario knows where Cos | ie Mario may gain on Mario, but 
_ these boosts are, too, and will there's one last trick to ensure Cosmic 
ase them Mario stays in second place. The Power 


Star is on the tower's other side, closer 
to the right side than the left. So.as 
Mario approaches the tower, veer right. 
Cosmic Mario always takes the right 
route, so if Mario goes around to the 
left, Cosmic Mario wins because Mario 
must take an extra four or five steps to 
reach the Power Star. 













Whoops—Cosmic Mario makes a 
critical mistake that Mario can capitalize 
on. Don't follow Cosmic Mario out of 
the water. Instead, stay in the river and 
swim toward the speed boost that Cosmic 
Mario bizarrely ignores. While Cosmic 
Mario trudges over land, Mario can power 
ahead and take the lead. 


Dont let that 7 -Up Mushroom 
tempt Mario away trom the 
speed boost. 
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The mgs -playful Toy ro” Fy with bri 
monsters are threatening to spoil ra a " ario ‘must climb about the toy train and blast off to rid the 


playroom of ee nasties before a ig everybody down for a long nap. 


Sea he. 
Galax 


rial 


‘Toy T Time 
Galaxy 
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Mecha-Bowsers toddle around the 
planets until they spot a target and then 
breathe fire at it. Mario cannot stun them 
with regular means by spinning into them 











tie To dispose of a Mecha-Bowser, Mario 
- Who doesn't love to play with toy robots? Unfortunately, Mecha- must ground pound it square on the head 
Bowsers—little wind-up versions of the Koopa tyrant—have or back. The pieces of the Mecha- Bowser 
taken over the metal plaything in the Toy Time Galaxy. Mario fly apart, revealing a coin. 


must. get the drop on these menaces, and discovering the Spring 
Mushroom is the best way to ay so. 





Before exploring the planet, wall (jump 
up the alcove to the left to fetch a 
1-Up Mushroom. 





Mario arrives it the Toy Time Galaxy just in time to catch the 
first train to trouble. Jump on one of the boxcars and ride the 
train to the Launch Star on the track's opposite side. The Launch 
Star blasts Mario straight to the first major planet in the system, 
which is currently crawling with Mecha-Bowsers. 
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After gathering the power-ups, it's 
time to explore this planet—and more 

* — importaitly, find a way off of it. Gravity 
here pulls Mario straight down, but he 
defies it by walking along. prig) nt pink 
surfaces. Mario adheres to this sticky — 
stuff and can walk along or straight } 
walls. Men. 





Mario neste down to santher planet 
constructed of-children's blocks. Bash’ 


the Mecha-Bowsers that are milling 


— t walk to a rotating arm and 
ae about before they can turn on Mario. 
2) spin on the blue screw in the center to Tieteilevaratant ht sista 8 


EAE GP. 5) stop des the arm eee tit Grabbing the coin releases a 
“oS SSe}) jump to the yellow screw TROLL ~ ; ' 
—5oeNe4 blue cage. The Launch Star is behind = meant ew oe spring, 
. a ar veer memeaaieiaan tiaieaan ushroom,. = 
| the grating. Spinning unscrews the cage, annem 
ss . ae . * allowing it to fall away. But.there is no 
way to reach the Launch Star—gravity will not permit it. 
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_ Return to the planet's main level—do not try to jump away from the armor = 
Mario will stumble into space. Bop the Mecha-Bowsers fo clear a path, and look fo 
a long blue block. There is another yellow screw here. Spin on the screw, then fall | 
down the res ulting hole. Spin on the blue screw next to the spring. This extends an . 
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_ Spring Mario can bounce across the 
elocity blocks’ surface, punching otherwise- 
, unreachable Prize Blocks. Sweep up 
the resulting Star Bits, then smash any 
remaining Mecha-Bowsers. Ground pound 


: | while springing through the air to ruin 
wo > ) Loan the nasty little toys. 

















Bounce on top of the 
» blue checkered block. 

| Smash the'stone circle 
b up here for Star Bits. 
There are more Mecha- 
| Bowsers rolling around. 
Sa SSS If the Mecha-Bowser's 
flames hit Mario, he loses the Spring Suit. (There are extra Spring 
Mushrooms littered around the galaxy for this reason.) Mario must 
cross the series of conveyor belts to find a Launch Star. 
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Bounce up the blue «, . 
checkered ramp to the \ 
conveyor belts’ right. 
A warp block sticks 
out of a large green 
block. Drop down the 
warp pipe to find a 


secret room. 





errr 





The warp pipe leads to 
avery tall chamber with 
three tiers of bricks. 
| There is a giant coin at 
the chamber’s top that 
turns all the bricks 
———~ into Star Bits. To reach 
am ELL LLL Le 
Mario must bounce up 
each tier of bricks. Don't 
break too many bricks 
while ascending the | 
_ chamber. There are a few 
. — ee ~—s solid unbreakable blocks, 
so spring off these as Mario goes higher. Once Mario touches 
that giant coin, though, it's a long way down. However, the 
spring prevents Mario from taking any damage. Sweep the 
cursor around the chamber to pick up the Star Bits before 
they vanish. Return to the planet's surface via the warp pipe. 
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small plate hovering in space. There is ¢ 
Launch Star inside a glass bottle; Mario 
must bounce on top of the bottle and 
shatter the stopper with a ground pound 
in order to access it. The Launch Star 
puts Mario on a crash course with a toy 
robot—a very large toy robot. 
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Planet B) to climb up the toy’s face and somehow stop it. Mario must spin on the 
screws to slowly dismantle the machine. The’first blue screw opens a warp pipe that 
leads to tt robot's other leg. 
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" Spin o on the next blue screw to Greate a mall Sling Star, which bounces Mario up 
to the robot's large chest plate, There are four golden screws on the chest plate, 
one in each corner. Spin on each screw while avoiding the fire trap te TUL 

" plate and wae the two cavities in the toy's chest. 
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The upper cavity contains 
coins—and a Mecha-Bowser. 
The lower cavity has a warp 
pipe that leads to the robots 
right arm. 










=\—= || ~ Two more Mecha-Bowsers are’ waiting for Mario when he emerges from the warp 

$20) a TEC mL CMUCCIER TI Sm TRL ground pounds before jumping to the 
——————— sticky green surface on the robot's arm. Walk across the -green,surface and jump to 
the robot's elbow joint. Jump from there to the shoulder joint. 
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Spin on the gold screw in the 
robots shoulder joint. This 
creates a Launch Star that 

vaults Mario to a platform right | 


Mario lands on the conveyor belt in in front of the toy robot's face. 


front of the robot. The robot is large 
enough to have its own gravity field, but 
instead, the forces of gravity always pull 
Mario straight down. He must use the ; : | 
© green surfaces on the robot (they have ' | 
& the same texture as the pink surfaces on : + 
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~~ Power Staton the conveyor pols Glog Mario drops to the 
_ conveyor belt, where he can bounce over to the Power Star as 
~ happy little robots look on approvingly. 
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Welcome 
} to one of my 
favorite galaxies in the 
game: Toy Time Galaxy. 
| There's just something 
Hiatt: about a game that enjoys looking “fun,” and that's 
2 | precisely what this galaxy does. The giant toy robot, the 
colors that are likely exploding off your television screen 
| . : right now, and the fun jumps across cakes and popsicles 
‘ ae Sal ; are all deliriously fun to look at as well as play. And that's 
a : A Magikoopa hovers near the robots | one of the coolest things about Super Mario Galaxy—the 
__ jawpeasting fireballs across the platform. | game relishes in its pure fantasy. Seriously, if you can 
Pick up the nearby Spring Mushroom to play this entire galaxy without smiling, you need to be 
bounce to the top of the robot's head. checked out. 
Bounce over the Magikoopa and stop on 
the ledge right in front of the robot's 


eyes. There are two coins here. 
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TOY TIME GALAXY 
Mario Meets 
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ES 4 If the Magikoopa hit 
.) MS y Mario with a fireball, 

| he loses the Spring 

| Suit. There is another Spring 

| Mushroom under the robot's 


| right ear. 
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| nde — The second mission in Toy Time Galaxy sends Mario to a flattened 
oe : a =) facsimile of the hero's younger days. Mario must recover five 
a —_ ee a Silver Stars from this Marioesque landscape in order to discover 
Cl FT — ————— this galaxy's hidden Power Star. 
To stop the robot, bounce high into 

the air and ground pound the tall stack 

of stone circles atop the robot's head. 

‘When the stack is destroyed, the robot 
* malfunctions and explodes, leaving” 
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# Engine Room | 
TS 
There is a lone 1-Up 
Mushroom on the 
planetoid. Pick it up but, 


again, try to leave as many 
green squares intact as possible. 
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| W Silver Star 


| @ 1-Up Mushroom 





)) The flat planetoid is 
constructed of the 
) green platforms that 
|) shrink underfoot and 
| yellow squares that 








- | ——— touches them. Crossing \e 
this planet to collect the five Silver Stars is extremely tricky, ss ——= 





“s— gince the ground seems to always be falling out from under Mario. Make the rounds on the flat planetoid, — 
The»best way to get all five Silver Stars is to always keep moving. ending with the Silver Star to the 

Staying still will dump Mario either into space or onto the lava starting point's right. If Mario leaves 

that comprises the red part of the planet's overalls. enough green platforms untouched, he 

x a ' can long-jump back to the starting block 









and pick up the Power Star. If necessary, 
and if Mario has extra health, he can 
always bounce on the lava in hopes of 
reaching the Power Star. 


The closest Silver | 
Star is on the yellow | fess 
platforms to the right” | 
Instead of just running |= 
for it, though, jump = |} : 
across as many green = |} 
squares as.possible. = “= 


When all five Singpstera assembled, they create the Power 
Star—which is placed et th atv es ieainittl Ge Nis planetoid. 
Leave green squares behind so Mario can backtrack to the 


(Siandaea 
cee rr to pick up the Power Star. 
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4 when Mario returns to this galaxy after the purple comet arcs through the heavens, 
the giant 2-D Mario turns into an 8-bit Luigi. 
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just about | laythi 


mos! af goodies in 
the @ iverse. Giant tarts, 
ice cream cones, and 

: igeclits bars orbit the 













see if tat can, indee ' 
his cake and eat it, ‘too. = 





grab the cates iis Mushroont $0 

Mario can vault high into the air. Jump 
between the two cakes. When he touches » 
+ one cake, he bouncesjoff to the other . 
cake, much like a wall jump. Bound 
between the two cakes until Mario 

reaches their.frosted rooftops. 











Ride it a 2 track to the Launch Sta a the ring world’s side. W 
Haugh race, point hha a at the cereal Se hanging in the sk sky. T 
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levee On ie conveyor 8 eae is 
nen 
a Prize Block and a giant coin above 


™ 





the chocolate bars—each releases 
‘ Star Bits. € 
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Drop from the 
» conveyor belt to a plate 
orange-cake. ‘There 
pis Spring Mushroom 
ona spoon just in case 
Mario lost the Spring 
ae —< Suit. Vault to the slice 
of cake! $ sap, then haute across the fork bridge to the cake 
itself. 


The cake is on a | 
spinning platter. Mario © 
must bounce around 
the cake as it revolves, 
avoiding forks and 
) holes where slices have 
been removed. There oo ——— 
is a wall of white abévsleta: on rth cakes § fat aie! Bauer to the 
chocolate and jump to the Launch Star. 








the Launch Star rackets, Mario to the botind Gf a an ice cream cone 
that has its own gravity field. March up the cone’s side to the 

frozen scoop, then jump out to the popsicle sticks dangling from 
popsicles. . 











Mario can sither: ane S$ | the ene eshcks or + wall ‘itp ewes 
the actilal popsicle. Th a is no gravity on the popsicles, so Mario 
must watch his hala. Jump across the treats’ tops to reach a 

i s. At the las opsicle's edge, jump 
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ive Lollipops lead i a series of fides 
bars occupied by crawling Electro- 
goombas. Jump across the bars, stunning 
the monsters with Star Bits so they 
don't hassle the hero. Ride the rotating 
lollipop on the bars’ other side. More 
shock waves ripple across the lollipops, 
so jump over them until the candy 
suckers close in on a frozen ledge. 


PRE hai abe 


AU © 


Run to the frozen platform's rear and 
wall jump up the alcove to grab a Life 
Mushroom. There is a cannon atop the 
block, so drop into it and aim at the 
next Launch Star in the skies. 
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ir Tiere are five 

/ Pall Stars 

| around the 

- Launch Star, just in 
case Mario's aim is a 

“Tittle off. Be ready to | 

| grab a Pull Star just in. ae) 

re case ie he breezes i bide the Launch Star. 
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+ a 
Tha Lauter blasts 
Mario toward a colossal cake. — r A &% _ _-!_iai , 
Judging by all the forks and | es | Atte Mario hide on the blue spoon 
spoons sticking out of the cake, \F* See | | at the cake's base, jump to the red 
_ it looks like everybodys read ; ee | spoon behind him. A green warp pipe 
to dig in. | bis. | __ is on the spoon’s head and leads to a * 
ae 4 ~—S Secret chamber full of prickly plants. © 
aX ot The giant*coin in the chamber emits a 
4 ' trail of musical notes. Collect/all the 
notes before they vanish to earn a 1- me 
SUB URE 
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4 After collecting the Mushroom, * 
S cltthb to thevcake's” top on th the staircase 














Bs te made of forks. This must be a birthday 
! tic: ~ cake—there are candles on it. Blow out = 
Nel the candles by standing next tothem = 
ie and spinning. After extinguishing the = = 
candles, will Mario's wish come true? its 
7 Life Mushreow Not unless he wished for a surprise 
E @ Spring Mushroom | attack by a nasty mole in a cannon. 
7 eS ' 























/ Watch rey 

out for 
the two fire 

cannons at the 
base of the 

gumball canister. 








eg 







Sitting atop a canister of gumballs, a mean-spirited 
mole blasts the birthday cake with fireballs from his 
cannon. The fireballs streak through the sky, burning 
anything they touch. (The two Mecha-Bowsers crawling — 
around the cake aren't helping much, either.) Mario 
must avoid the fireballs and jump on the cockpit three 
times to make this cake edible again. 






Spring into the Life Mushroom tll Toy Time 
~ hanging over the cake to replenish Bi; Galaxy 
Mario's health. He can also squash the a : 
Mecha-Bowser toys to earn coins. 
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The first thing 
Mario must do is 
capture the Spring 
Mushroom so he can 
vault to the cannon's 
cockpit. The Spring 
Mushroom is on a 
small ledge lined 
with candies. Once 
Mario has the Spring 
Suit, he can bounce 
hack up to the cake , 
and fling himself high into the air. 





After each hit, the mole increases the number of 
fireballs he shoots. After the second strike, the mole 
quickly spins the cannon around the cake, filling 
the air with fireballs. Duck under the fireballs and 
bounce up to the gumball canister's base. Just as the 
mole fires, bounce up to the cockpit and deliver the 
final blow. 
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Feed the hungry Luma from the’ ‘Mario M Meets Mario” mission to uncover the hidden 
Power Star on the Toy Time Galaxy. The Luma transforms into a collection of 
colorful blocks covered with floor switches. Turn all the switches yellow to earn the 


secret Power Star. i B 





After completing.the glassy ring, run 

to the little robot. Jump from hae 
» panel to the blue block. The two surfaces 
“are close enowgh that the gravity of the 


Hungry Luma, 
+ blue block grabs Mario and os him to 


? z | Return to the hungry tawa on the the new surface. 
S Z strange doorknob-shaped planetoid. Feed ™ 
a the Luma the required 50 Star Bits and . gemma 
enjoy the fireworks. The pleased Luma 
rockets into space and transforms into a 
planetoid covered with floor switches and 


= . rolling rocks. Use the resulting Launch 
Star to visit the new planetoid and start earning that hidden Power Star. 















To earn enough Star Bits, Mario must scoop up 
), / all the Star Bits in the air as he sails between 
planets. 










To uncover the Power Star, step on 
every switch on the planetoid, turning 
them all yellow. Much like the Cyclone 
Stone, Mario must duck under the empty 
sides of the crushing cubes that rumble 
around the planetoid. Fortunately, most 
of these cubes are perfectly positioned so 
their empty spaces come down right on the floor switches. 





There are many more floor switches 
on the blue blocks, and they appear in 
threes. A few rolling stones are on the 
blue blocks. Mario must mainly worry 
about jumping over sliding platforms 
lined with razor-sharp spikes. 








“The smooth ane mean Mario can step all the way around the planetoid without 
worrying about falling off. Run around the planetoid’s ring, which is covered with 


The gaps between the blocks are 
glass panels, turning the floor switches yellow. 


ee narrow enough that Mario can amp 


between and be captured by the next 
surtace s gravitgay. 
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Galaxy 











The razor-edged platforms and rolling rocks on the Chain Planet 
must have gobbled some candy while Mario was at the Comet 
Observatory, because they're now running around twice as fast as 
before. Turn those switches yellow to pick up the fifth Power Star 
in this galaxy. ” 
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| its Galaxy, landing directly on the floor 
id. The sliding platforms and rolling stones are 
, $0 Mario must sprint across the surfaces to 











hit all the switches. efore getting poked or squished. Follow the = 
same strategy as the 5) ae to this planetoid, but just watch Bonefin Galaxy is a dark and foreboding % \ 
out for those fast-moving ' corner of the universe where few people 


ing enemies. 





dare to tread—and once Mario gets an “i 
eyeful of the teeth on the leviathan that i Te 
rules this planet, he'll understand just 7, if 
why it's such a lonely place. To get the ’ \ i 
Power Star from Bonefin Galaxy, though, q 

Mario must dive into this grim waterworld ¢~ 
and do battle. ’ am 
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spaceship in orbit ar 
Bonefin Galaxys onl A 
After collecting the Star Bits on Wi 
the spaceship, use the Sling Star 
fo dive down to the watery planet 
and meet the local sea (ie. 


When Mario splashes down on the planet, 


the Bonefin swims into view. This near- 


mythical juggernaut has teeth larger than 
a house and swims through the water like | 


a torpedo. Mario must somehow defeat 
this behemoth with five attacks; as soon 
as the Bonefin starts circling the planet, 
immediately seek out a shell. 





Shells are all-over the seafloor. Most of them are green shells that require 
precision aim. However, swim over to the unicorn-like horn sticking out of the — 
seabed to pick up a red shell. These home in on a target, which keeps the Bonefin 
from swimming away by the time Mario lets fly with the shell. 
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| pent we 
treasure chest on 
| the seafloor. Throw a 
shell at it to reveal a 
| 1-Up Mushroom. 
























Use the beacon on the shells 
front to.aim at the brute. 
Shake the Wii Remote toy 

release the shell. 








After Mario lands two hits on 
the Bonefin, the behemoth calls in 
reinforcements. Skeletal fish rise out 
of a hole in the seafloor and run inter~. 
ference, blocking shells and zeroing in 
on Mario like Bullet Bills. With each 
additional hit, more fish swim out of 
the hole to cloud the waters. The school, 
of skeleton fish follows Mario doggedly 
through the water. To get rid of a fish, 
hit it with a shell. 





‘Ht will take some — 
Te 
| on the Bonefin, so always | 
0) Ae ee 
supply. Swim through bubbles to 
keep him in the fight. 


Bonefin soon starts smashi 
rock formations on the seatloor. 
This shattered stone reveals a Life 


Mushtoom. 
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~ } Eng jine Room . 
After landing the fifth hit on Bonefin, ‘eS 

}, the leviathan crumbles and all his skeletal = / 

|| minions disappear. The Power Star appears 
' |, over the hole that the skeleton fish emerged i 
| Ad from. Mario is still underwater, so make sure \ 


| he has enough air to reach the Power Star. 
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| F 
| Bowser Jr.'s 
Lava Reactor 


a ibfeak abn ‘the cages, asia te 
get the attention of the Bullet Bills 

streaking around the planetoid. Once the 
Bullet Bills spot him, they give pursuit. 
Lead the projectiles around the planetoid, 


While Bowser licks his wounds elsewhere in the galaxy, Bowser keeping far enough ahead m jump oven 
Jr. steps up to stop Mario before he can thwart any more of his gaps without the Bullet Bills catching up. 
it plans. Bowser Jr. calls on the help of a familiar face: King Lead the Bullet Bills into the cages to 
: aliente. © 









eae] F 
~ * fetch the 1-Up Mushroom and coins. After — 

| : collecting the treasure, lead one last 
Bullet Bill to the Launch Star. 
















The Launch Star arcs Mario through — a 
the atmosphere surrounding the Lava | 
Reactor, dropping him down on a 

series of metal platforms. 


exer erretont The nero being devoured at its core 

by the black hole—very little of the surface is left but a snaking 
walkway. A few cages’on the surface contain treasures, such as a 
1-Up Mushroom and coins, but the real prize is the Launch Star 
that rockets Mario down to the Lava Reactor. 
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Two a pop out of palate in ¢ 
lava that spit coconuts and fireb 
Mario. Spin-attack the coconuts to 
| : ~~ ‘them back atothe squid. Mario must 
" _ defeat both the monsters to get Bowser 
a, Sa ~~ Jr..to bring his airship down to the Lava 
Reactor's surface. + 































k . 








everal | enemi mies f as fi oat across the lava to 
knock: into thé scorching molten 

saith. ian across the metal platforms, 
never standing still long enough for the = 
platform to saa ete into the lava. =e 












A | There is a Life Mushroom on a sto — ree | 
ate === / \edge tn the lava that doesn’t Skee 4 a is sto a to finish - 
re uy before return ‘ff brass the steel platforms. nin arto ang MAKE. O@O&er Poa ° 


ee 








King Kaliente’s first volley 
is a trio of fireballs. Avoid 
them, but don't stray too far 
because the next attack is 
a coconut, and Mario must 
hit King Kaliente as soon 
as possible. Spin-attack the 
coconut as it zips over the = 
steel platforms. It wings back “q- 
across the lava and strikes ths 
King Kaliente right on the 
noggin. 





King Kaliente rises out of the lava once again, thrashing his 
tentacles about in a show of force. The second duel with this a King Kaliente doesn't 
boss unfolds much the same, except now Mario cannot find | wait long to call for help. 
stable ground from which to launch attacks. While batting the “ng After rising from the attack, 
coconuts back and forth, keep moving so Mario doesn't sink into the king issues forth burning 
the burning lava. blue monsters. Avoid the 

aS fireball attack again, then 
volley the next soconut back and forth twice before it catches 
King Kaliente off-guard and smacks the crown right off his 
brow. 






























After the second hit, King 
Kaliente calls down a meteor 
shower. Exploding stones bombard 
the steel platforms, forcing Mario 
to watch the skies as well as the =~ > =< Sal 
ground. Dodge fireballs until King <2 = 7» AES 
Kaliente spits out another coconut. \g 
Bat the coconut back and forth 
three times. The third hit knocks 
out King Kaliente. Mario can now 
claim the Grand Star powering the 
Lava Reactor. 































aa) eM Mario last health 
_“ / zoom over to the 

~~" fone coin on the steel | 

| platforms to stay in the fight. | 









Mario takes the Grand Star back to 
the Comet Observatory. It fuses with the 
beacon at the space station's heart, lighting | @ =" 
the way to the final Dome: Garden’. The 
Grand Star also opens up the Gate, where 
Mario learns the gift of flight. 


Bowser Jr.'s 
Lava Reactor 
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Sand Spiral 
alaxy 


A hungry | Luma lingers satis the Engine R Ron aalting saianilet for Mario 1 to » feed it a snack. After Mario 
feeds the Luma 1 1,000 Star Bits, it franghoatus into a new ae Sand oe Galaxy. 





This short-'n'- awit galaxy gives Maria a elGiek sf suits: Boo or Bis Each suit allows Mario to hover through 
ee : tunnel of — but different abstacles present pilferpnt problems depending on the suit chosen. - 








~\\ Mario begins the mission 
on the bow of a ship, 
right in a Magikoopa’s 
im ~~—F line of sight. Immedi- © 
SSS | ately dodge the Magik- 
BS Se. ~pae | oopa’s attacks, then 
* charge forward to the 


in hse of sf iscsi 


~ When Mario lands in front of the Magikoopa again, don't retreat from the fire spell. Instead, rush forward — a, 
and jump on the Magikoopa’s head to eliminate it. If Mario misses and the Magikoopa retreats, it will remain s 
_in the tunnel until Mario reaches the Sling Star at the very end. | 


a. a 
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At the tunnel’s entrance, two Toads offer Mario a snack. The left Toad offers a 
Boo Mushroom; the right Toad is standing next to a Bee Mushroom. Each suit has 
its strengths and weaknesses in the tunnel. Boo Mario has to avoid the sweeping 
apaitights while Bee Mario has to find places to rest. 


It's easier to avoid the ight $0 
choose the Boo Mushroom and float» 

into the tunnel. Several spotlights. sway 
from side to side, but the tunnel is wide 
enough for Mario to sail through without 
much worry. ~" 









Wthe P Power Sa is atop the moon in 
the center of the spiraling rings. 
Jumping across the rings to reach the ans 
moon shouldn't be too hard, right? 




































Looks like HES Mario bas. an ac adi rer. a 


it follows hine te he, tunnel al Dor on’ i 
stop moving or the pi ink Boo will ca 
- up to Boo Mario aa 1 bai il im right | 


: out of ie, sult. 
4 


exploding mines. Fortunately, a Toad has 
a RainbowsStar for Mario! » 





fam 
Float over paloghbiee fired trom the 
cannons. Hover through the gaps 
between the cannons to grab a 1-Up 
Mashe BOM ite Z 





‘The § 


a the Rainbow Star's invincibility 
sh across the rings, smashing the 
a poe mines as they fly at Mario. Hop across 

ago the GAS in the rings carefully so Mario 
| < t felled by gravity. When he reaches 
| ne innermost ring, long-jump out to the 


glowing moon. 


If you chose 

the Bee Suit, 

| Bee Mario 

| doesn't have to 

| worry about the | > — Si 
| spotlights—he  ‘ a erry 

|| just needs to watch his fatigue. The signposts in the tunnel have spikes on them, so yt is 

|, Mario must press on, finding respite on the rounded pipes poking out of the walls. 

| Watch out for the bubbles, take a break on the bridge, then either use the Sling 

||) Star or buzz right out of the tunnel. 
















Climb across the lugar surface to pick 
up the Power Star and seabheaih exit 


the Sand Spiral Galaxy. ¥ 
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- Galaxy—the first planetoid Mario awoke 

























After Mario rescues the Grand Star from 
Bowser Jr. at the edge of the Engine 
Room galaxies, he opens up the final 
Dome on the Comet Observatory: Garden. 
However, there is a stop between the 
Engine Room and the Garden. On a 

small platform decorated by an inviting 
flowerbed is a link back to the Gateway 


upon after Bowser kidnapped Princess 
Peach. 


Upon returning to 
the planetoid, Mario 
must visit Rosalina 
atop the small castle. 
She looks longingly 
= SS at the heavens. She 
Before heading to the Garden, stop at -—cares so deeply for . $$ - A, 
the Gateway Galaxy. If Mario completes. the Luma, but there's a singe of her ear lostia among 1 the vee 
the mission there, he earns the power She has always stopped near this planetoid—her favorite—every 
of flight. The red Luma on the Comet 100 years. This time, however, the malicious Bowser halted her 
Observatory now offers Mario his Flying journey. Rosalina pledges to keep helping Mario find Princess 
Suit, which let ts him soar through the 2 air Peach before she returns to the Comet Observatory, leaving Mario 
free of syst in the company of a playful little red Luma. 
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_ The red Luma offers Mario the gift 
_ of flight. If he picks up the red star in 
front of him, he will don the Flying’ Suit. 
With just a jump and a quick flick of the _ 
Wii Remote, Mario blasts off,the ground 
and sails through the sky. Collect all 100 jumauahmeues 
purple coins on this planetoid, and the , 
red Luma lets Maria TkY the Flying Suit on i Comet ‘ied f After Mario findssthe last purple coin, 
= | the red Luma gifts him the Flyit 
and awards him a very special Power 
~ Star. Marianow has the too Power 
Stars of the Gateway Galaxy. 
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Once Mario defeats | 

1” Bowser for the first 
| ‘time, the purple comet 

—— — = ———— \ appears in the sky and unlocks | =» 
As soon as Mario gets the Flying Suit, jump in the air and soar through the ring a new mission in 15 galaxies. 
of purple coins that circles the planet. The coins jingle at the edge of the planet's Completing these 15 missions is 
atmosphere—Mario cannot fly much higher than the coins. Soar through the coins, the only way to gather all 120 
filling his pockets. When the Flight Suit wears off, Mario drops back down to 
the surface, but picking up another red star sends-him back to the sky to finish 
collecting the purple coins. 








After Mario completes the purple-coin 
Ba . grab inside the. Gateway Galaxy, a hungry 
There are many purple coins right around the castle. Drop to the ground and Luma appears outside. Feed the Luma 


circle the castle to collect even more coins. The small cottages at the castle's base 200 Star Bits, and it transforms into 
are also sparkling with purple coins. Mario can backflip to the rooftops to reach a new galaxy: Boo's Boneyard Galaxy. 
the high coins, but it's easier to just zoom over the houses and grab them. There is Mario, catches up with the Spooky 
another red star between the houses in case the Flight Suit wears off. _ Speedster again, and the Boo is ready 


“for a rematchysHe's even putting up 
another Power Star as the prize! 


>, 





rey coins are everywhere on this planetoid. Fly over the surface, looking down 
for the treasures. There is no time limit for collecting the coins, so enjoy zipping 
trough the air and barnstorming the ground to find all 100 purple coins. 
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When Mario first arrives in Boo's | 
Boneyard Galaxy, he touches down ona = i shea! 
creepy skull-shaped planetoid. An orange © T 
. warp pipe is atop the skull. Follow 
_ the pipe to the race course, where the 
% Sresly Speedster waits patiently for his ' 
rival. | 











ry 1- up Mushroom 
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dl an SS EME Spooky Speedster pull 
~ When Mario drops if of the warp i 3 Bee 3 to oo sning 


pipe, he immediately spots a line of Meet line. The best race 
coins leading to a Boo Mushroom. Drop NET time for the edteseliens 
to the ground to transform into Boo 5 50 eaconde—-can (Banu 
Mario. Now he can disappear and pass \ ee Pee ie 
through the walls the separate him.from f he:dosanit beat the rood as ralsha as he crosses the finish line | 
mu Spaety.Speedaiet first, he earns the Power Star prize. When the race begins, follow | 


Z * the trail of coins, ready to drop into the course's vertical caverns. 
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- : SESE LZ arg Bor Mario's visibility | to slip Thrones the walls ad 

. Flodictupitoitia Spooky Spoadotor, vestigate side passages. Extra treasures are off the main 
te ae 
path, such as 1-Up Mushrooms and Star Bits. Huge fans fill the 
caverns with howling winds that Mario can use to keep ahead of 
the Spooky Speedster. Some of the fans are inactive, but flying 
through the giant coin in front of them turns them on, creating — 
powerful currents to carry Mario across the course. 






_ collecting even more Coins, 
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the @ii Remote so he tarns invisible. 
Do this too early and Boo Mario might 
reappear and bounce right off the wall, 


costing precious time. 
X 





TIME;00:17;30 N 
BEST TIME:00:468:80 
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BxXV6 ¢. BEST TIMED 9:50:00. aw 20 


The final stretchyis littered with Star 
Bits..While Boo Mario descends, wave - 
the cursor over the Star Bits along the 
cavern's wallsvand over the skull eyes to 
pick up oodles of Star Bits. The skulls | 
mark the finish line, so drift toward . 
them as quickly as possible. 


Watch out for springs in the 
middle of the course; they 
bounce Boo Mario backward, ~ 
costing time. The Spooky 
Speedster is skilled at 


avoiding them. 






Severe winds ahead! When Mario 
enters the chamber with the rib bones, 
fly to the right and grab the giant coin 
to activate a dormant fan. The fan blows 
Boo Mario straight down the chamber, 
giving him a huge lead over the Spooky 
Speedster. Just watch out for the walls. 





The Spooky Speedster is a good * 
sport—he graciously awards Mario 
the Power Star for'besting him on the ° 
racetrack. 





The Deep Dark Galaxy is a creepy 
landscape that's swallowed many ships, 
dragging them down to the murky depths 
where their secrets are kept forever. " 


Mario must carefully explore this galaxy Und Sopic 
a lalelgelgeleia * 












Legend tells of a secret 


to uncover these secrets and locate the > ee , 
2 shipwreck in the Deep 


Power Stars. 





Dark Galaxy that contains 

a treasure worth more * 
than gold in its haunted 

hull. Mario must discover 

the secret entrance to the 

ship's final resting place 

and then challenge any — 
malevolent forces that try 


to wrest the treasure away 
from him. => 






















Life's a beach for the 
Toads lounging on the 
edge of the Deep Dark 
Galaxy's main planet. 
They've set up chairs 
mere oon the sand and have 
= eS pyilt a cannon that 
will likely put off more sparks than any bonfire. The entrance to 
_ the lake that hides the ghost ship is blocked right now, so nose 
around the beach for goodies. 
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After collecting all the treasures on 
the beach, check out the Toads’ cannon. 
Hop in the hole in the ground to squeeze 
into the barrel, then aim at the skies. 
There are two planetoids in orbit—the 
right one is partially obscured by a palm 
tree. Blast to the one on the left first— 
it's crawling with little creatures. Aim 
Mario right through the Rainbow Star. 
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Be sure to smash the 
stones in this passage to 
discover hidden coins. 








Now, aim for the planetoid behind?the palm tree. Marto crashes onto the planet's 
surface. It looks peaceful enough—just a few Goombas meandering between the — 
pleasant little cottages. Kick the Goombas off the planetoid and then locate the 
gold screw at the pole. . * ae * 





































4 
Spinning on 

the hole in t is let etoid nN 

shrinks to no a so run ial ie ring ‘of coins ft scltecte as many possible 

before the a 2s “poof!” When the planet Vanishes, Mario is snared i the ae ——— 
| other small Flagg! id's gravity. Good thing he already cleaned up the planet before —* Sip under the wavesvand swim sah 
be being unceremoniously y dum ped to the surface. With the so ie rab the Fir down. A eer 
 Flower.on the opposite pole f from, the Sling Star. Now, jump on that Sling Star and points Mario in the right direction. The 






drop back to the beach. = arrow leads to a brick wall Smash the i 
> Se bricks to reach a lever, then Spin to throw 


‘ | ty . ‘ it. The gate beyond the bricks ice 
Before Fire Mario's powers clearing the path to the ghost ship. 


oe hurl fireballs at the two 
darkened torches flanking the 

huge dor» on the Hees (If Fire 
; ses his su lit, just use the 
| ee e planetoid 


wer. at 
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eZ ay 
VE 4A) Before going through the 

| thy brick wall to find the 

| ship, swim to the lake's 

| bottom and use shells to dispose 
| of the nasty Gringills there. 

| This one leaves behind a 1-Up 

|| Mushroom. 






til ian her 


When th torahos stb - 
door opens. on 







































© £) Dive under 

“4” the ghost ship 

and pick up the 

spinning giant coin. 

| This creates two rings 
of Star Bits, giving 

| Mario more than 

| enough to earn another extra life. 




















Watch for mines as Mario swims up to 


the surface beyond the gate. 
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Kamella returns to finish what she started—defeating Mario 
before he gets another Power Star. The mammoth Magikoopa 
soars down from the night sky and challenges Mario to a battle 
on the ghost ship's bow. The winner gets the Power Star; the 
loser becomes another forgotten fixture of the old ahest ship. 


The battle unfolds largely 
the same as last time. 
Kamella hangs back, casting 
fireball spells at Mario from 
beyond the railing. When 
her wand lights up red, 
she's casting a fireball. 

But when the magic mist 
around the wand turn green, 
the Magikoopa is about to 
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Fis—the ght sil And whan | th Magione hat 
would Mara aap ct ne on a ghost abe avallae ' cla Be : 
ship? How about a bunch of Boos? The || the ship, then return fire. Make sure to jump high a 


Boos contain coins, Sts d the feist 
spirits “into the beams fight seeping 
through the cracked | aie 0 
the Boos deg pear, leaving. 
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clear the railing. 












Need extra 
health? Shoot 
Star Bits at 
the lamps on 
the ships mast 








— explor rrow le ari to tha. cighteet 
There is a Life Mushroom atop the 
ledges, as well as Stars Bits and coins. 





to release 






COINS. 
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Spooked by Mario's skills, Kamella calls in 
some Magikoopas to help her defeat her rival. Two 
Magikoopas appear on the crow's nest, casting 
only fireballs at Mario. Dodge the fireballs and 

get close to the little Magikoopas so Mario can 
jump on their heads and get them off the ship. 
He must clear the way to Kamella. When she 





F (i ma casts a shell down to the crow's nest, grab it and 
After hitting Kamella with too shells, return fire to finish off the boss. (That is, until 
she takes the fight to the crows nest. the Daredevil Comet arcs over the ghost ship and 

* revives her for a tough rematch.) 












DEEP! DARK|}GALA fe 
sJUlejel(-Majreiiceai 
The skies above Deep 
Dark Galaxy are not 
well traveled—a lack 
of Launch Stars keeps = 
visitors from taking any =| | ce 
unwelcome trips. Mario) | bag 
must find another way 
to explore the galaxy. 
Perhaps he can use those 
bubble cannons? 
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When Mario returns to ihe bers, he 
sees that a mean mole has taken over 
the Toads’ cannon. The mole hag turned =” 


~ 



















the cannon into 4 bubble blaster and 
is peppering the beach with multiple 
volleys. Before seeking out the beach’s 
goodies (such as Star Bits in shell 
reles and satay creature full of 
its io must get rid of that 
mo jump across the beach to 


the cockpi ro pound the 
a tm It takes a a, 


; mole away from the beach. | 


eens. 
















@ 1- fea Mushroom 
@ Ice Flower 
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and aim for the ret in orbit. 


ee 


Star. Now, get in that Sling Star and | 
bounce back down to the beach. —_— 
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If a bubble hits | 
Mario, he flies across 
the beach and slams into 
a wall. Use beach furniture, like 
chairs and umbrellas, to block | 
bubbles, while getting close 
























Light the two torches outside the entrance to the ghost ship's 
lake. There is a third torch just beyond the entrance. Light it to 
make an Ice Flower appear, but don't get it just yet. Take out the 
nearby Magikoopa first and smash the rocks for coins. 








enough to launch an attack. 
















lce Mario can run across the lake's surface to the opposite 
beach containing the pink Toad. However, watch out for the 
Magikoopa hovering over the lake. Dodge its attacks and keep 
moving—the Ice Suit wears off quickly. Mario must jump up the 
water fountains above the pink Toad, turning each spout into a 
frozen platform to reach the pole. 








beach, he can jump into the cannon 


Again, pass through the Rainbow Star” 
in the sky before crashing down to 

the planetoid. When Meri lands, fun» 
around the planetoid blasting through 
the little monsters until the surface is 
clear (capture those flying Star Bits 
TULA After finishing off the 
monsters, pluck the Fire Flower on the 


planet's opposite side from the Sling 













way to a colorful circle platform hanging high over the lake. 

: When Mario grabs the giant coin on the platform, it turns into 
* : small Sling Stars. Use the Sling Stars to vault up to the next 
set of ledges. 
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he bubble toa small planetoid i in the heavens over Deep Dark. Several 
Cheep Cheeps bounce around the shallow water, so watch out for their flying 
_ flippers.. Three Wooden pegs are on the-planetoid. Ground pound all of them-to a 
, activate the bubble cannon. * 


* 
. 4 
ERIN T | 
~~ i Sa 
ot | 
Mesitin 14 
f ; ee ev 1 
“WE 
\ 
va ) 
’ iL 
rt 











‘Mario must jump in front of the oe | 


bubble cannon so he’s launched even | 
farther up the ledges. Pick up the Star Jump in front of the bubble 
Bits as he ascends the ledges. Jump — cannon to blastofF for the last 
over the fire cannons while running to planet in the system. 

the left. Jump to a tall orange pole to 
ascend to the top of Deep Dark’s main 
planet. 


o 


(atch out for the Magikoopa between 
the two poles. 








Fie, is a bubble cannon on the ledge 
at the second poles top. Hop over the 
firetrap and hitch a ridé inva babble. 
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DEEP} DARK| GALAXY * 
Guppy and the . * 
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| Mario lands on a giant glass sphere. 

*  ‘The-surface is rippled with shock waves; 
jump over them while investigating the 
sphere’s contents. There are three tennis 
balls rolling around the sphere's interior. 
At the very center is a tiny watermelon. 




















To solve this odd puzzle, Mario must Guppy is a long way from the friendly waters of the Sea Slide 
ground pound over the tennis balls as Galaxy. The toothy titan has found a Power Star but won't give it to 
they roll around the sphere's surface. Mario unless the plumber plays with him. Follow Guppy around the 


The tennis balf*then drops to the water- lake in a little race so the shark gladly gives up the Power Star. 
melon, which grows a little bit. 
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After hitting the third tennis ball into This mission starts on the beach again. Mario can comb the beach _—| | 
the watermelon, the fruit breaks through — for treasures at his own pace, getting rid of blue crabs for 1-Up | 
the glass sphere. The Power Star appears © Mushrooms and breaking open the treasure chest in the water for 
at the watermelon's top. Hop over the another extra life. After emptying the beach of goodies, head 

shock waves that still cross the ae through the open gate flanked by torches, and run for the lake. 


to recover the Power Star. Another Magikoopa waits, but just bounce off its head to send it 
Ba” packing. 





\. Swim to the lake's 
| bottom. Guppy 

| patiently waits for 

' Mario, but before 
chatting up the shark, 
, | explore the lakebed 
~ for treasures. 
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Use the green shells on the lakebed to get rid of monsters like Bloopers and gain Ring 6 is in thengteetle of the three 
coins and Star Bits. The Gringills at the lake's edge have returned, so smack them = © Gloopers behind another. shi 
with shells for treasures, such as Star Bits and a 1-Up Mushroom. Caretully pass between the Bloopers. 
Sr ff Mario hitg-one, he loses his shell. 


When Marios ready, swim over to 
Guppy. The shark is happy to see 
Mario again and issues a plagtul 

challenge to follow his lead around 

the lakebed, swimming through eight Fi. 

rings. ff Mario passes through all 

‘eight rings before any of them vanish, 

Guppy will give Mario the Power Star 

he found. 





Guppy leaves King S betasben four 
jellyfish. Sust like King 6, Mario must 
ee ; _ we é carefully avoid the jellyfish or he lose’ 
Guppy swims a little faster in this mission than ‘ the Sea Slide Galaxy. The rings | the shell 
he leaves behind don’t last as long either. They blink before they vanish, so if one | 
is flashing, he better pick up ie pace. 
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King 6 is over the bed of mines 
around the sunken ship. Swim 
through the ring, but watch out 
for the mines. 4 Marios hit, 
hes slowed down enough that 
its hard to pursue Guppy. 





Guppy cuts across the ished leaving n 
Ribg 4 iin ihe help, next to the urchins. 









Gappy swims over the urchins ’ 

on the lakebed, leaving behind - 

Ring 7. After passing through , 
the ring, pick up a shell so 


M, k th G | | 
ario. can 5 ORTON OPPY: Guppy drops King 3 just next to the 


urchins. 
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Cut to the right to follow Guppy 










Tricky Guppy drope Ring 1 Swim to Guppy in the lakebed’ 


along the lakebeds edgeand _right in the middle of three center to pick up the Power Star! || < 
swim through Ring 2. __ fast-moving currents. Thread S| 

the narrow space between the 

currents to reach the ring and 


satisty Guppy & challenge. 


Deep Dark 
Galaxy 





"There is 2 sttange cube in orbit around Deep Dark Galaxy's main planet. What could possibly be inside of it? 
The more pressing question, though, is how will Mario even reach the cube to investigate? 


* —” _fiSpoony seat, 


Begin the “Underground Ghost Ship" mission and enjoy all the great stuff on the beach, including Star Bits: ii 
and 1-Up Mushrooms. Follow all the steps to open the gate to the lake where the ghost ship resides. Instead of || 
breaking .off and following the Star Bits arrow, keep swimming to the chamber's bottom. Bhi 
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Pick up a green shell and swim toward the minefield next to 
_ the shipwreck. From a safe distance, stop and aim for the mines 
around the wreck’s base. All the mines explode in a spectacular 
in reaction, revealing a different kind of sunken treasure—a 
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Mario none TH) the cube, landing © 
next to a Boo. This Boo has swallowed 
4 
| 
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a Power Star, and Mario must somehow 
eo en ae ae get that prize out of the Boo's belly. Use 
— the pegs on the wall to flip up to a green 
switch on the wall. This switch orients 
the gravity inside the cube. Spin to flick _ 
the switch so it points to the blue wall. 
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Use the Launch Star to blast out of the lake and to the 
mysterious cube in, the sky above. 
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a 
Kamella 





Collect the coin on the blue wall, then 
} use the spring to bounce up to the switch 
again. The switch flips so Mario “falls” 
to the chamber's ceiling. 
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The waterlogged ceiling has another coin and a bubble cannon. Jump on the spring 
in front of the cannon and let Mario get swallowed by a bubble. Ride the bubble to 
the switch; spin to flick it so it points to the blue wall to the right. 
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Mario returns to the ghost ship in a bid 
to ruin Kamella once and for all. Kamella 
drops from the moon to gladly confront 
Mario again, especially since-the hero can 
only withstand one hit during the course | 

_ of the entire battle. On the ship's deck, 
Kamella begins by lobbing alternating 
spells. Her first volley is a fireball, but 
she follows it with.a shell. Swipe the 
shell and jump above the railing to make 


we es ” sure the shot clears it. 


Use the nearby spring to bounce up to 
the switch again. Spin next to the switch 
so it points back to the floor. Now, lead 
the Boo into the pool of light on the 
ground. The Boo vanishes, leaving behind 
the Power Star. Pick it up to end the 
mission. 


Smash the crystal in the hole 

in the walls middle. This lets 

.a sunbeam into the cubes 
ale 















Kamella whizzes close to Mario for her 

: second attack, dancing around him 
in the ghost ships deck. Watch her 

spectral trail to make sure-she doesnt 
surprise Mario. 











Kamella is back, and she’s discovered a second Power Star at.the ghost ship in ; 
the Deep Dark Galaxy. Mario must return to challenge Kamella, but the Daredevil 
Comet overhead saps him of almost all his strength. Can he best Kamella with the 
odds stacked against him? 
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ay those shell spells. 
Even though these are 
beneficial for Mario, if one hits 
him before he grabs it, he must 
restart the battle. 













After two successful hits, Kamella. 
rises to the crow’s nest, palling for 
assistance from two Magikoopas. The 
little worms do her bidding, blasting 

fireballs across the crow's nest at Mario 
"while he ioe Toth OO Li 


capture another shell. 
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ae It may bbe easier he | 
, - Mario to get rid of 

the Magikoopas before 

| : concentrating on Kamella—. | 
| especially since he must hit | 
| her twice on the crow’s nest to | 
finish the battle. Either jump on | 
| the Magikoopas, or use shells to | 
| attack from a safer distance. 








Watch out for = ee 

















After bopping Kamella on the crow's nest once with a shell, 
she calls for additional help. If Mario dispatched either of the 
Magikoopas, it returns to help Kamella. Avoid the fireballs that 
Kamella unleashes on the crow’s nest in threes while waiting 
for the next shell spell. Grab that shell and put Kamella out of 


business. Al ad Dark 
AH) alaxy 










After finishing off 
Kamella, grab the 
Power Star to rocket 
back to the Comet 
Observatory so Mario | 
can explore another 
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The Dreadnought Galaxy is a massive system of floating platforms 
and orbital weapons that Mario must infiltrate and disable in ail 
order to rescue the galaxy's six captured Power Stars. Watch  %* ||) 
out for giant lasers, blasting cannons, and wicked robots when “| 
exploring this galaxy’s intricacies. 
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Blast through the interior of the Dreadnought's largest battle platform to discover 
the Power Star on its far side. The heart of the battle platform is full of traps and 
tricks, so Mario must watch his balance and execute precision jumps to survive. 
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Mario lands on 2 satellite outside the After landing inside the platform, run 














, battle platform and is immediately under . “© the right and jamp between -t 
i {ee  @alls as they close in on each other: 
siege by fourlasers. The satellite is i 
large enough to have its own gravity ca 
+ field, so run across its base and avoid _ - * 
the lasers.  Long-jump over the gap 
. between the two walls . 
| to gather a Life Mushroom 
| and increase Mario's health. 
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When Mario walks off the base’s edge, he flips to the hourglass-shaped center 
of: the satellite's hull. More lasers rotate around the satellite. Weave between the 
lasers to avoid damage and jump up to.be captured by the gravity of the satellite's 
top half. Pick up the Star Bits and avoid the lasers while trekking to the satellite's 
roof. Bounce off the purple robot's head (avoid those shock waves) to reach the 
Launch Star that sends Mario crashing down to the ee platform. 
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Three robots wander around a warp 
pipe. Spin to knock the robots on their 
backs, then stomp their vulnerable 
undercarriages. When all three are gone, 
the force field around the warp pipe 
vanishes, granting Mario entry to the 
battle platform's interior. 


Sump over three rising plattorins to 

reach a gravity switch in the corner. 

Bump the switch with a spin attack “ 

to reorient gravity. The right wall 
GOO ig 


n becomes the new floor. 
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The interior has normal gravity—for 
now. Mario must navigate through the 
ee maze to reach the exit, but getting there 
ose 1) is no cakewalk. The interior is closely 
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protected by cannons and moving walls 

Sxze) that will squish Mario if he gets trapped 
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Now caretully backflip up the three 
rising platforms so Mario isnt 
= smashed. 
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Mario must bounce on the heads of little 
-green Topmen to vault up the side of 
a collapsing structure. Once he leaves 


J 








Back outside the battle platform, 
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one tier of the structure, it falls away. Keep bouncing on Topmen 
until Mario reaches the rounded structure's top and lands on 


Le 


} stable ground. There is a 1-Up Mushroom in a cage here, but 


_ Mario cannot open it just yet. Wall jump between the two moving 
surfaces over the spikes to reach the area's top. 
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Pick up the Bob-omb at the top, then drop back down to the 
cage. Throw the Bob-omb at the cage before it explodes, then 
reap the rewards. Now, wall jump back up to the Launch Star 
(stopping on the little ledge with the three coins) and use it to 
leave the battle platform. 
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The Sling Star rockets Mario to another 
satellite loaded with lasers. Walk around (J 
the satellite, avoiding the beams, to find 
a small Sling Star that bounces Mario 
over to the last planetoid in this mission. 
The Power Star is there, but reaching it 


requiresithe dangerous mixture of water 
and electricity. * 


The planetoid’s floor is dry. Mario must fix that. Drop to the planetoid's metal 


core and walk around until a Bullet Bill sees him. Guide the Bullet Bill around the 


steel girders to a cage, inside of which is the water valve. Breaking the cage turns 
on the water and floods the planetoid’s core. 









Swim through the water and hop 
opto the platform that looks like three. 
steps. 


If Mario waits for a 
Ss second, a robot 
-&) turtle swims by. 
Se A 
~s"_ of this harmless 
‘bot and collect all 
the Star Bits in its path. 
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The Dreadnought platform is 


graced the Battlerock Galaxy's 
exterior. Mario must run the 
gauntlet, avoiding the onslaught 
of cannonballs while riding a 
series of moving platforms. 
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armed with the same cannons that 









‘Jump from the steps to the top of 
the laser beams that were’ searing the 
planetoid’ s core. Ride the lasers over the 
water to reach a long grassy ledge that, = 
is also guarded by lasers. Jump off the 
laser to the platform, grab th nearby 
1-Up Mushroom, and then vat around 
the laser beams that crisscross the 4 








walkway leading straight to the Power 


Star. - Ht 
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When Mario reaches the ramp with the switches, dozens of _ 
Chomps stream out of the little houses. The Chomps roll down the 
ramp, trying to run Mario off the field. To turn off the electrical — | 
barrier in the field’s middle, step on all the switches in the first | | 
batch, turning them from blue to yellow. Now, continue up the 
nought again, he faces a huge field of ramp and step on the remaining switches. When the last one turns 
floor switches below what looks like a yellow, every Chomp on the field turns into Star Bits. Collect the 
collection of...doghouses? Mario must treasure and move on to the bolts just beyond the field. 
cross the bolts between the starting 
point and the switches to infiltrate the 
Dreadnought, but before heading over, 
make a little pit stop. . 
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The Chomps roll in a straight line, so watch the 

houses and plot a course up the ramp that avoids 

the patterns of rolling Chomps. 
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— Bia There are two sets of bolts Mario must spin to reach the Launch || f 
Drop off the starting platform's left Star in the distant cage. When he jumps to the second set of  —_| 
side. A ledge down has a caged 1-Up bolts, two squid pop out of barrels. While trying to negotiate the 
Mushroom. Take a Bob-omb from one bolts, Mario must now deflect both of the squid’s coconut attacks | 
of the dispensers and destroy the cage with spins. After bopping a coconut at each squid, the cage falls, 
to grab the power-up. Use the nearby opening the way to the Launch Star. | F . 
~— Launeh Star to bounce back up to the = eS 


platform facing the switches. =» 





LF * Those bolts don't spin only one way. If Mario 
-_/ stands on the bolts’ left side, they actually retreat, 
putting the hero farther away from his goal. 
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dangerous distractions. Even though the — 
Star Bits inside would be great to pocket, 
Gave ccante ea Mario cannot let the orange platform get 


A a map vel be stuck and will have 
Bits with the cursor: 8 wait for another een to come by. * 























-* Jump back down to an orange platform — 
* that rolls along the screen's bottom. 
Mines are in the area now, so Mario has 

a new threat to watch for. Goombas also 
invade the area, but quickly dispel them 


with Star Bits and a swift kick. 
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‘When Mario drops aowr in front gen non, he lands’ o1 an orang 2 platform. 

Orange platfor ms move while yellow ones remain stationary. The platfor rat es 
and starts crawling 0 the right. The cannons in the agen hull explo a 
‘into action, filling the air with shells. Unlike the ride across the Battlerock’s side 
Mario must run and jump on the orange platform's top to avoid the shélls. When the 


ate . n Setar O75 | B-- | t) eae . = Ry ‘ 
TEL pratrorm slides under a | platform, jump over the obstacle quickly so 


Sie The’ gauntlet gets weird when Mario's 
lat form crashes into some mines and 
isabled. The cannons don't stop 


mee way to go is * 
u to t eer on platform, 



















ump to then 
| | allowing gravity to pull Mario's feet 

Soon, Mario's platform stops. He-must ° to the new “down.” Ride the platfor oo 
jump up and be captured by the gravity of | straight uP, avoiding obstacles and 


‘he platform above him. The gauntlet begins cannon tire. 


ag ait “as Mario rolls to the right, dod wa oa a so | 
ae " — Ee ae 
incoming shells and jumping over a vt 


‘yellow platforms and ledges. ? Blocks : a 


start decorating the scene, but these are ' 
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slides toward the Dreadnought's AeiaSvit When the platform 
_ finally docks, jump on the purple robot to the right to stun it. lts / / 
neck springs ‘up, bouncing Mario straight into the Power Star. —_{ 


f REVENGE OF THE 
_TOPMAN TRIBE 
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At the cealami’ $ a Mario’ S platfatnt 
crashes into more mines. Quickly jump 
to a yellow platform to the right and ride 
along the ceiling. The yellow platforms 
are higher up here, so plan early with a 
backflip or spin at the top of a normal 

- jump to grab the yellow ledge’s edge and 
pull Mario up. 
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Electhiesbarteers: force: Marte secre Topmaniac has found a new galaxy to rule: Dreadnought. The 
the next orange platform that rolls Topman tribe has followed their leader to this distant corner of 
along the gauntlet's bottom. The cannon the universe to offer their support in stopping Mario from taking * 
fire intensifies, fi filling the skies with any more of their coveted Power Stars. 


exploding shells. :. Avoid the cannonballs 
in the “valleys” between the yellow 
platforms. Between shots, scale the 
yellow ledges and get back down quickly 
as the orange platform ras Tut 
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At the Dreadacuakt Galant’ se. the Tapch have installed 

a satellite that looks remarkably like their leader, Topmaniac. 
They've stationed only one Topman to guard the galaxy’s outer 
perimeter. Bounce off the Topman’s head, into the small Sling 
~ Star in the sky. This Sling Star bounces Mario up to a small 
planetoid. 
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_ Mario finally rolls beyond the wall 
-- of cannons, but there's no time to 
_» celebrate: Two purple robots on ledges 
blast shock waves across space. Jump 
over the waves as the orange platform 
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A Luma is trapped behind a force field 
at the planetoid’s northern pole. Slam 
two Topmen into the field to dismantle 
it. None of the Topmen guarding the 
Luma are close to the fields, UPA 
must shuttle them across the surface 
with Ram spin attacks. Once the 










The Pull Stars lead to a large Launch 
Star that zooms Mario down fe x 
ees battle ore 8 surtace. 


he ak 





ihe la the pea Star, 
backflip to the 
top of the highest 


i s-- 
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I tower on the planetoid 
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at ae 


to fetch a 1-Up 
| Mushroom. 


edt 





Mario andes on another small satellite. Several Star Bits: are at the ends of the 
antennae sticking out of each corner of the satellite, so scoop them up with the 





ursor. There'sxno way off the satellite just yet, so ground pound the red button to are Tins TROT of ad 
make five blue Star Chips appear. Assemble-all five to have a string of Pull Stars and Pull Stars. He must pull himself 
lead him away from the satellite. 3 through the minefield via the Pull Stars, 


but the Topmen aren't about to make 
things that simple. They have installed 
cannons alongside the minefield to fill , 
thevair with exploding shells. So, before 
braving the minefield, run to the bottom 

Gi the cylinder Mario landed on and pick 
“up a Life Mushroom. He'll need the extra 
health if things start going wrong. 





Four of the Star Chips are within easy feck but the last one hovers too high 
nver the satellite to reach with a normal jump or even’a backflip. Therefore, spin- 
attack the green Topman to push it under the Star Chip. Now, bounce off the 
Topman’s noggin to reach the Star Chip and create the Pull Stars. ~°© | , 








£4 Mushroom over the satellite. Push the Topman underneath | 
it (look for the shadow on the satellite's surface), then : 
| bounce off the little green robot to reach the power-up. 





Qatch the cannons fire pagers and 
drag Mario across space J st as the 
shell passes between the too 


Pall Stars. 
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Getting the 1-Up Mushroom near the 
| | minefield's end isn't easy, especially 
‘| with the cannons going off in Mario's 
| face. To grab the Mushroom, pull 
Mario toward one of the two Pull 
Stars just beyond it. Then, halfway 
to the Pull Star, quickly grab the 
other Pull Star to divert Mario to the 
Mushroom. 
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After Mario reaches the Launch Star 
at the minefield's end, he drops to a 
long tarmac. The tarmac is covered.with 
robots that NORE Se rippling 
across the ground. Jump over the shock 
waves as Mario crosses the tarmac, 
OL Star on the a 
farend. E 
















There are Koopas 
their shells so Mario can break open the treasure chests on 
the tarmac. The first two chests are full of Star Bits, but the 

third one (the chest closest to the Launch Star) contains a 1-Up 
Mushroom. 















There is another Life Mushroom on the tarmac in \ 
case the minefield sapped Mario's extra health. 
Pick it up before leaving the tarmac—it will be 

































(continued on next page) 
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(| Boss Battle: Topmaniac (cont.) , 












ee 
s 
Topmen giving Mario 
trouble? Bash them into the electrical “~ 
barriers, too. They pop and sizzle | 
before disappearing off the planetoia. 


Mario lands on the bottom of Topma- 
niac's throne. Several red Topmen 
with spikes on their heads ricochet 
around the ship's bottom, trying to 
soften Mario up before Topmaniac gets 
his turn. Spin to back them into the 
electrical fields, then run topside. 
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Each time Topmaniac gets off the 
ropes, he spits out Star Bits. Collect 
these while planning the next attack. 





There is another blue Luma on the 
planetoid's top selling power-ups. If but this isn't the last time Mario will 


lt takes three hits to defeat Topmaniac, 







_ Mario already has six health, purchase 
~~ ~—__s the 1-Up Mushroom. The cost is only 30 
~ 42 _ Star Bits; if Mario is a little short, just 

even yf =B circle the world and pick up the extra 
Star Bits. 


see the Topman king. When the Speedster 
Comet bathes the Dreadnought Galaxy 

in red, Topmaniac will be back for his 
revenge. 










When Mario is ready, jump to the arena on 
the planetoid's top. Topmaniac drops from the 
skies to challenge Mario, and he brings reinforce- 
ments before the fight even begins. Two red 
Topmen with spikes also bound around the arena, 
, tunning interference for their boss. To score 


he's stunned, spin-attack to nudge him into an 
electrical barrier. The boss is shocked, literally, 
by Mario's expert moves. 
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“Revenge of the Topman Tribe” mission. 


Mario returns to the "Revenge 
of the Topman Tribe” mission, he must 
ignore the action on the satellite's top 
and check the undercarriage. There's a 

green warp pipe! The pipe leads to the 

 Dreadnought's ammunition depot, and 
the’ on- ip bi te that a Topman 
ne Shit among the shells. The ~ 
robot tel ario if he helps clean out 
the ithe 30 sqgonds, he:ll*give 


en ae 





This garbage- aie mission is 
a little tougher than the one Mario 
encountered in the Bat lerock Galaxy— 
there's a lot more trash. i ealtl as 


wn Sr a Sl 


A =e battle platform ike the Dreadnoug 
misplaced trash is gumming up 1 the depot. If Mario can help the robot running the depot clean out the trash, 
maybe it will share something cool it found while working at the depot. This hidden Power Star is found on the 


ht certainly needs its tai share of aivition but some 























) SS 
| clock starts counting 


| and throw them as 
~ | close to the lights 

| on the ground as 
eS. ae = possible. Perfect aim 
isn't necessary because the splash damage is pretty extensive, 
but getting the Bob-omb as close to the light as possible will 


guarantee this mission ends in success. 












4 Drop a Bob-omb in the middle of the two lamps in 
~ the garbage dump’s center. The resulting explosion — 

takes out five garbage piles rather than just three if 
Mario dropped the Bob-omb directly on the lights. 
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th e Topman 
and don't spend any extre 
too far off thesmain path. 
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The Speedster Comet 
soars over the Dread- 
nought Galaxy's battle - 
platform, beckoning — 

Mario's return. The hero 
must scramble across 

theebattle platform and 
defeat Topmaniac one last 
time to e earn the fifth 









the minefield co zx 
comp top at the 
him to 









he Le g turns intova Sling... 
Star nie zips Mario up to the: 












small satellite contain Lye) 
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Don't worry about breaking o ng open the 
five blue Star C hips. treasure chests on the tarmac. Just run 


to the Launch Star as fast re, ae 
jumping over the shock waves to avoid 
damage. The Life Mushroom is still 
behind the second chest, so pick that up. 
Mario needs as much health as possible 
when closing in on Topmaniac. 














‘ij Va J f 
) Garden andi 






— 


oarenicats solely on Topmaniac. If siy of the Topmen get | 
close enough that Mario bops them into the electrical fields while |), 
defeating Topmaniac, great. Otherwise, just keep jumping on || 












Dont spend any time with the Topmen 
on the bottom of Topmaniacs arena. 








Just get topside and bring the boss the boss's head so his spikes disappear, then budge him into the 
Aicn for he tndial electrical fields to quickly end the fight. Mario should have about 
one minute left on the clock. Grab the Power Star and finish the || 
mission, blasting off from Dreadnought to the Comet Observatory. | aes 
| i MELTY MOLTEN GA || eran || 
The Melty Molten Galaxy is a planetary system comprised entirely of fire and brimstone. The highly hazardous 
galaxy is a volatile place, full of lava geysers and crashing meteors. The Power Stars here are difficult | 
catches, but if Mario,can keep his'cool in the hottest corner of the universe, the rewards will be worth the | 


effort. 
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The first Power Star in Melty Molten Galaxy is 


atop a rocky spire. Normally, climbing a mountain 







wouldn't be a proble . for Mario, but with burning 
el atauaumaltina $ . nee. reachina the mit 
suddenly got a lot harde el 
oo | ern so 
s * 
‘+ , , 































| If Mario doesn't spin 
ER 
| volcanos side, he slides” 
| down a ledge. He can then cross 
back to the. cliffs and try again. | 


_ immediately start crossing the main 

~~} planet. The ground erupts with fiery 

~~} geysers and Lava Bubbles pop.out of 

’ Ss »| pools of molten earth. There are several 
— y) crystals that somehow don't melt. Shatter 
them to gather up Star Bits. Use a spin tia easily blow out Lava, Bubbles that 
float after Mario and a kick to destroy them. ak 
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Follow the trail across the planet, 
“Y) gathering more Star Bits. Wait for the 
| geysers of molten lava to cool before 


ae | trying to jump across the wide lava field. 
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When Mario reaches the other side, look | Boom! The volcano roars to life, 
left and wave the cursor over the sea of blasting Mario across the galaxy. 


lava to grab more Star Bits. 
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Carefully cross the network of metal 
bridges that span the sea of lava. They 
sink under Mario's weight, so move 
quickly, picking up the coins between the © 
bridges. The long green bridge leading 
tothe cliffs is already dipping into the 
lava, so swiftly cross it. Watch out for. : : 
lava bursts arcing over the bridge. | | 
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Wait for the field of geysers to pause, then slip through to the alcove carved in the 


cliffs. Backflip up to the stone circle under two coins. Ground pound the circle to  —s_ Maria, lands one small trio of spheres. 

lower the granite plug to the right. When the plug drops into the lava, wall jump up Gravity pulls him to safety. A hungry 

the new alcove to reach the cliffs’ top. Grab the coins there, then run to the right. Luma is on the-left sphere, but it needs 
| a to wait—Mario must get the Power Star 


= “ 


from the lava spire now. The spheres 


Vault to the active volcano via _ |exq to a field of Pull-Stars. Drag Mario 


ee smal Sling Star en (esa vaetons space into the Pull Star field, 
cliffs. Mario drops into*another ; 
; but don't go too fast; the field soon fills 
Sling Star on the volcanos 
with deadly explosions. 


side. Use it to bounce up to the 
Launch Star in the volcanos 
mouth. = 
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There are five Star Chips on the newly forming planetoid. 
Gathering them is complicated by a horde of Lava Bubbles and 


Gate Galaxy 





fire geysers. Carefully step over the geysers as they die down to _—| 
pick up the Star Chips. Spin to disable the Lava Bubbles and kick | | a 
them’ to destroy them. im = ! bb 
|| ea 
After collecting the (iu) (eens Siieeeeem)  ||| Genes ; 
a sain fifth Star Chip, a large : bites “ie a om | | 
Ares of solar ¢ energy burst.from the Launch Star rises out ee, ye a ||| ||| 
lava» balls in the Pull Star field. Wait 7 of the lava near the Ge : | 
for the bursts to die down before pulling —_planetoid’s edge. This 
Mario across the field. A Life Mushroom — Launch Star rockets 
in the field restores any lost health and Mario over the sea of 
jacks Mario up to six. The extra health is | 
nice to have, because he'll probably burn | 
his feet more than once while finishing | 
the mission. Follow the Pull Star path to | 
a large Launch Star and use it to blast 
back down to the Melty Molten Galaxy's | ioe 
, 4 


front 
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Mario soars undec titanic arcs of 
cosmic: energy as Oe Closes jn*0n a. 
small planetoid haft-swallowed in the 
boiling fava soup. 
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1-Up Mushroom 






Use'a small Sling Star on a crashed 
Power Star 
saucer to reach the cooling surtace of 


a new worlad. 



































He 
Mirek out t for oulders near the 
Je 4 caves. if caught unexpectedly, Méario. 
_ is pushed into the fava. He losek a8 | 
* He only onewoedge ¢ otf health at the 


first touch, but he also briefly lose 
“ ' control. fF he doesnt get back.fo anh 


gfound guickly, hell burn through his 


remaining health. 


When Mario t uch cs foun on the pat 
leading to the spite, he he discovers that — / 
this area is sinking g. With every step, the | 
sea of lava swallow: alittle more of the 
spire, - get rr In 5, and Kee ep moving 
to sur primal nrees oT nature ee 
and ai the Power S tar b baie fire 
» consumes the.entire spire 


















nat crash down to th il | , = me | Ground pound the stone button at the 
ignore the: crystals ieate d with Fister Sa —Wos 5 7-}| dead end. The cliff breaks away, from the 
stopping ¢ too long to col lect the goodies | 2) | ~—sSpire and sinks into te lava, creating an 
an be disastrous. Keep moving at al f © | alcove Mario can scale with wall jumps. > 
he he hops up the alcove, the lava 
consumes more and more of the spire. 













There i is a ‘éfiliye: 

: Mushroom on a ledge 
| os eg oN exe | Ranvier away from the 
| oe ae mo ma = spire. If the lava’s right on 
te 9 rary plat Ta) ”) a ae. ea 1 | Mario’ $ heels, don't risk it. 
| aralind ts one 
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Theres are tons faz Star Bits on this 
spire, all designed to tempt Mario into 
slowing down and filling his pockets. 
Resist the urge and keep going for the 
summit. The greatest prize, the Power 
Star, is just ahead! 


When Mario spots a ledge with 
> railing, he's almost there. Ignore that 
eS Prize ae te no time to pop it 


- for Star Bits. Jump'to the step right 
~ below he summit and spin to dispose of 
the Lava Bubble blocking the path. As 

7 mis summit with the Power 








relents. Smash hte eystal, to free the 
star and ast out of t 


yy primordial mest 











Ce at Sa pet 
a Fan i oe 








appears on the ground, get out of the way as soon as possible. 
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It's not just the burning ground that Mario must watch in this 
mission—he must also watch the sky, lest a fiery meteor clobbers |) 

him. Surviving the meteor shower is only part of finding the | | “se 
Power Star in this mission, so get ready for some intense action © || i 
across fields of bubbling lava. 





When Mario: arrives Geel in athe Melty Molter Galaxy, them main 

planet is strangely devoid of life—because the sky is falling! 
Meteors crash to the ground, exploding on impact. Watch for 
shadows to see where the meteors are about to hit. When a shadow © 
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Avoid the meteors and zoom in on the 
pair of unlit torches next to the sea of 
_ lava.sMario must light these to make a 
Launch Star appear.’ Fortunately, a couple jf 
|) Lava Bubbles rise from the soup justin 4 
~ee2 | time. Lead them to the torches, where 
. | = they ignite them with just a touch. Now, 
use that Launch Star to get out of vi sofort rio gets beaned by a.meteor, 
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The Launch eae. oh fario iT S ete 
fo a stone octago 0 in the | ae ee me 


sky, which is domine ited by 
Thaomps. — 
5 . a 





A cooled stone-platform rises from the r 
sea of lava. There are five Star Chips on 
the platform that must be assembled to 
create a Launch Star. The first®Star Chip 
is inside the wooden crate on the left. 
_ Watch out for nasties while scouring 
Run under the Thoomps as the surface for the e remaining four Star 
they 6 ise into the air: Jarnp hip Shoot star bits at them to kill 
over the pits just as meteors itn. Meliinat thon tel 


streak into them. Lan * * 
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below the third 
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se oe for metedrs as “There i is a a Life Mushroom on i the 
Ma 0 jumps tf to the Sling ee 
cs urface’s right side. Collect it bef 


Ciara 2 end oF 
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can al: i Siliiiacieeealiae one o1 
‘ the slopitig platform just off the main 
; landmass. When all the Star Chips are 





joined, the Launch Star appears on the 
_landmass’s far end. 
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Mario lands on a U-shaped planetoid 
high above the lava sea. The Launch Star 
to escape this planetoid is under a cage, 

go find a Bullet Bill. Walk across the 
planetoid, looking out for Lava Bubbles 
between the ramparts. Spin and kick these The Power Star waits 
monsters out of the way. The stonework for Mario right in front | 
finally gives way to pure rock. Jump over of the massive lava 
o» ‘the Java gap at the base of the U. tunnel. Unfortunately, 
| er Seaee eee it is trapped inside a 
ball. Mario must roll 
the sphere cos the ——_—_———— 
lava squares and through the tunnel to reach the machine that can 
crack it open. 
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It’s a risky 
move, but Mario | 
can hop to a 1-Up 

Mushroom on a barren | 
square. Prepare to slow 
down by tilting the Wii 
Remote back just as 
Mario lands so he doesn't roll right off. 
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Hop across the sliding lava squares, rolling through the lines 
of coins. There is another 1-Up Mushroom on a waypoint—a 

calm stationary tract of land. Jump from the waypoint to another 
sliding square, then roll the Power Star right up to the tunnel’s 
mouth. 





the planetoid. Weave between the walls 
that were once guarded by Lava Bubbles. 
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tho-biee Piranka of the 
Good Egg Galaxy may be 
long gone, but appar 
the branches of its 
tree extend all the way 
the Melty Molten Galaxy. 

Mario must somehow fight 

his way across the chaotic ¥ 
lava field to teach this ‘ 
burning boss's nest. 
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ithe tunnel T is movi ing. Rit 
lava squares rotate, a the s: 
around and making it hard to st 
straight through the find 
there is another waypoint int he tunnel’s 
center where Mario can rest a ee $ 
bearings before pushing through : 1e 

of the eum Gia The last 









Jump across the last few fava 
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yas: t stand still, lest the floor vanishe es 



































’ Don't smash 
~ the brick on 
| ‘the large rock in 
| the steel platform's 

Bion 6x6 fA middle. Backflip to 

eee ) climb atop the brick, 
=e enn then jump straight up 
fo claim a 1-Up Mushroom. 













Deep Dark 
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Mario again plantas on he lange laclnaee ( a ; | cexsz |) || RD 
on the Melty Molten Galaxy's lava sea. ’ i ; a || 
His mission is imperiled by aggressive 
Lava Bubbles and a'splashing geyser that 
erupts with intense frequency. Mario 

must cross this hostile world and leap E iil 
over a major gap in the ground to reach a ae ee || ae 
series of small metal platforms. The warp pipe leads UE ————«—i(<éi‘aic“r il i Y 


lamp fra the pall Taitormsct to an alcove ined T the cliffe Hit ~ 
opposite the large volcano Mario had to dive into before. Wall | Mey Molen 
jump up the alcove's sides to reach a warp pipe at the ceiling, but || er 
look out for geysers that spurt blistering air out of the walls. = 


to an overturned saucer | : ? | a | || 
in the lava. A small o > ~Se Sif tip 
Sling Star on the 

saucers edge vaults 
Mario up to a pair of 
planetoids forming 
from the lava sea. 





Jump across fuineta rk af tiny metal 
platforms as they sink into the lava. 


into the molten earth. Jumping across 
these sm ile is tricky. If Mario 
falls in the lava, he bounces right out 4 
(sans one health edge) but is hard to 
control for a mome Ke can lead to 
him ites right bac utes 


There new w planets are still arial) uactite: As they shaes a 
spin in the lava, Mario must cautiously cross the cooled vlatforne 9 
before they sink back into the lava. Watch out for geysers along 
the edges that will knock Mario into the lava. No Launch Star 

appears on the first planetoid until Mario eliminates all the Lava 
~ Bubbles. Spin to snuff one out, then kick it to finish it off. 
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Walk up the ramp.leading to the next planetoid. This cooled crust is also being Dash across the steel latforms 
recycled into the lava, so run across it to reach a Launch Star on the mass’s far end. reach a series of small Sling Stat 
Lava balls are through the air over the planetoid, so watch out. If one hits Mario, He bounce Mario over the lava. . 
he's likely to tumble into the lava. or ae + 3 

















Keep shaking the 
Wii Remote whenever 






lump to the | Mario lands in the next 
Sling Star or he falls right into 
the lava. ; 


— 





s as they spin a round the core. The atforms 
Aue p the next one so h Mario NM sald into 


and ¢ 





fae Bee latrorms arc ind, ducking down 
nteepetean being pushed, 2 adj * to grab the necessary piec After collecting a 
Vv b pieces, the Launch Star « 0 ars on a ledge on hs ia 















































Like the Dino 
Piranha in the 
Good Egg Galaxy, 
Mario must strike 
the ball at the end 
) of the monster's 
tail three times to 









things get even 
worse. The Fiery 
Dino Piranha 
leaves a full of untouchable fire, and it spits 
fireballs that bounce across the small planetoid. 
Mario must avoid these while closing in on the 


tail ball. 


on the Fiery Dino 
Piranha's nest, 

he cracks the 
shell, waking the 
brute. The monster 
starts blindly 
stomping around 
the planetoid, 
since it cannot see Pe 
outside the shell. While the monster is aimlessly Lae 
tromping about, shatter the crystals to earn Star = gg 
Bits. Leave the coins and the coin flowers alone =| 
for now. Mario may need those goodies during 
the battle. Wait for the Fiery Dino Piranha’s tail 
to cool down, then spin-attack it. The shell is 
broken and the monster roars with fury. 


win. However, this | Sal 

tail is often on | 

fire! Mario must | 

dodge the hassruntilciheleall cools Jews enough || ee a ||| 

| that he can attack without burning himself. || ae | 
ie ii | 
After the first | alll 

successful attack, Hill mettyiMotten INI} 

the Fiery Dino om 90 | 

Piranha picks up “lil 
the pace while | cain, Hl . 

walking around the planetoid, sk it's ta | aan) | 
tail leaves a fire trail behind it. Avoid the flames es [3 

while waiting for the tail to cool down for the All a | 

next strike. | | on | 

After the | 4 
When Mario lands | second attack, 





' j > \ 3 2x745 


(hen the fire 
trail dies down, 
zoom (n and 
deliver the third 
attack that ends 





To blast of from 
this galaxy, grab 
the Power Star 
at the planets 
southern pole. 
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While crossing to the : = 
spire in this galaxy's Silver Star 2: Climb the pole as the 
first mission, Mario — . fava. rises to capture the next . 
spied a hungry Luma— Star and avoid getting burned. 
apparently hoping for | 
a hot lunch. Feed the 
Luma 80 Star Bits so it’ 
blasts off and transforms’ 
into a new planetoid. 
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Silver Star R} The third Silver Stag FF 
is on gate ground, but three Lava 
"Bubbles surround ft. 













pee a Sioa Star 4: Jump on the block in 
After escaping the main landmass from the first part of the “Sinking Lava Spire” this fire traps center to grab the next 


Silver Star. Oait on the block until the 
fava subsides, thea run forthe next — + 
Silver Star 


mission, head for the trio of spheres hanging over the Melty Molten Galaxy. The 
hungry Luma up here requires 80 Star Bits to create a new planetoid. If'Mario is 
short on Star Bits, enter the Pull Star field ard run the cursor over the lava balls 
to pick up a few extra. 


The Luma transforms into a pulsing 
lava sphere. The tide of molten earth 
rises and falls, revealing a network of 
walkways. Rush between the few safe 
places to stand during a high lava tide 
while collecting five Silver Stars. After 
bringing the five Silver Stars together, 
the hidden Power Star appears. 


1 fo escape danger and pick 
| up a Life Mushroom. 





Silver Star 1: To get this star, crame Wiss Se, 
the first pathway that dppears as the . | 
fava drops. 


en a * 4 
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Se : an — - , = = = = 3 = = : 
Silver Sta (GR yy finda safe 


x spot to stand j f 
once the {fi 


Power Star 








: . ~ (s revealed. 
| aaa ie; | When the fava 

Fs i) oe SR Puig = ae rennet (rei ebbs, make a i) 
alternate, 80 wait for the outer ring to blow, then break for the Power Star to end the mission. [7 
inch close and hold back until the inner ring falls i 
silent. : | 

i LAVA SPIRE DAREDEVIL RUN )} 

_— one RS A SS a at i eH ESR | 

Ascending the sinking spire was tough enough with full health—does Mario have the chops to reach the | 


summit again with only one sliver of health? 





Noat-Ctenn 
4 iH 2 t-Stepp A Before wall jumping 


| up the alcove to reach | | ie 
the cliffs top, just I 
ait patiently for the i 


eysers to subside. ||) peste | || 


ee 
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This mission unfolds exactly like Mario's 
first visit to Melty Molten Galaxy, but 
having only one wedge of health and 

no means of getting more adds a tough 
wrinkle. Use the strategy from that 
mission to reach the Power Star, but 
watch out for these difficult areas when Hold Marios position 


. to avoid that one horrible hit. on each Pull Star and 
| : a. dont make a move 
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until the fava bombs 
that arc between the 
spheres Aave passed. 


Avoid the gushing geysers and Lava 
Bubbles on the main landmass.Don t 
reveyey a try snuffing oho Lava Be bb le; 
just run Lopeod dont look back. 





Be careful gathering the Star Chips on the planetoid inthe 
J fava. Watch out for the wall of geysers that guard the fourth 
Star Chip. 





(Waste no time on the sinking steel 
_ bridges. Mario must jump as tar as 

- possible onto the green platform since 
» its edgeis already touching the,fava. 
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| ° 1p imuhrvee ee ual 
| ty Power Star | 








AN 


forget about Star Bits. Sust keep 
running up the spire. 










1 Mario t cata the le spire, 


ime is of thi'e essence. T 
g the moment Mario sets f oot on 
ase, so don't slow down or stand 
e must keep as far ahead of the 
: ie possible. | e 
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“The late Bubble in Fore of The nner | 
se 
% Star is troublesome. As soon as Mario 
approaches, jump ‘and spin to snuff 
it out before if can bump him back tO 
the spires base. After hitting the Lava 
Bubble, just jump to the Power Star 


and break it out of the crystal. 

























| The farthest galaxy from the Garden Dome is an odd place indeed. Matter Splatter Galaxy is in constant flux, 

disappearing and reappearing as balls of mass are tossed back and forth. As it does this, Mario must nimbly 

jump from one surface to the next without hesitating—because in Matter Splatter, one second the floor is 
there and the next it’s vanished into the cosmic ether. 








The galaxy's next area is pitch-black until matter droplets 
start fleshing out the level. Walls and walkways suddenly appear 
in blinding contrast to the darkness, but within seconds, they 
a Collapse back into the void. Run to the Right and wall jump up 
Mario arrives in Matter Splatter just in the shaft as matter droplets reveal the level. 

time to watch a bit of the show before 
making his first move. Drops of matter 
bounce around, temporarily exposing 
pieces of a landscape. As matter bounces 
away, the ground seems to melt, only to 
reappear when another droplet of matter 
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Mario's goal is alwarp pipe on the FY 
fluxing landscape’s far end. As he jumps 
across the pieces of the galaxy that | ee 
appear, Magikoopas cast fireballs in an * Keep bounding across // 








attempt to make Mario dodge—right ledges as they appear 
into the void. Avoid the fireballs and — TC 
keep pushing ahead. Don't try to defeat | Magikoopas fly in to 


the Magikoopas—just keep moving. fling magical fireballs 
SS ee EE EEE EST at Mario; just keep 

running and drop down “= 

the warp pipe at the room's t 


oe ~y — SoS 
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Sling Star at the 
chambers top. fts tough to se 


Spring into AY: 






a —— el is Hat—it looks like a sliver o 
Matter Splatters next 2 area is is painted against a swirling’ feld of green 1 ether. A 


moving window, crawling upward, teveals the stage piece by piece. Keep pace with 
* the window of visible land. Pink gies appear that Mario cansjump through.-But 
as these grates get f fart her and farthe r apart, he must use the Spring Mushroom to 
close the gaps. = — 





against the A [is COSMOS. 






















- Use high bounces to vault 

‘ — through the small. ‘grates. Aim 
those bounces well, | beco YUSE 

if Mario springes ate eolid is 

9 ound, he of vill bounce Ot 


in om the void. 





“The final ertion of Matter Splatter j ie sp 


1, but he a fewfeet of it appear at 


d is revealed, 












SS bounces 





gle ledges | ns | hog t keep pace with the svi ne 
like this. There's no ee ——windo e closes in on et Star” 
need for dramatic jumps| sexu MA * at the galaxy's end. Use the follow 


when little hops will do. | a ” pictures to chart a course through HS 


area and arrive safely at the Power Star. 


Or ing ¢ over to tt 68 
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Seth eC coins, Msi nun back 
e. other fork tthe Po oad. To Take the 
route on th 1a ign 













Sor At the stage’s top, giant coin hangs : in the air. Bounce into the coin to create a 
twinkl ing field of Star Bits. E oun nee it o the field and pick up as many of Be as 
possible with the cursor. : 
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? This route apes abiaptls, 60 fump to 
. ) 5 We J 
294 4 x * the left when the new area appears. 







































ff e hungry Luma outside the Garden Dome transforms into a new \ 

galaxy if Mario feeds it 1,600 Star Bits. The Luma blasts into 

_ the cosmos and becomes the Snow Cap Galaxy, a playful paradise 
for a trio of star bunnies. If Mario would just play a little game 
of hide-and-seek with them, surely they could find some way to 
show their gratitude? 
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Mario drops into Snow 
Cap Galaxy, landing 
| onasmall sphere that 
| overlooks the galaxy's 
main planetoid, which 
| is a long cylinder 
a ——"_ covered with a light 
dusting of snow. To reach the planetoid and talk to the star 
bunnies, break open the chest with a shell. The shell is on the 
sphere's opposite side, so make a lap around the sphere to pick 
it up. Break open the chest and follow the Sling Star to visit the 
bunnies. a 
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The three bunnies 
ask Mario to play a 
game with them. They 
will run and hide in 
different places on the 
snowy planetoid. If 
Mario can find them — Ha 
within 150 seconds, the bunnies will share something special.- 
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Firsts x all the floor switches. Most of them are buried 
under the snow, which can be brushed away with the cursor. He 
runs slower in the snow, so always sweep a path for the hero. 
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The last switch is,on the planetoid's bottom. When Mario steps on it, the lid at The 2 third bine hidine in one oof 
slides backs, revealing a small collection of Star Bits and a Fire Flower. Without: the little holes obscured by the. 
the Fire Flower, Mario cannot melt away the snow and Figg all the bunnies. Brash away the snow over this hole to 

‘ | | + a makeythe bunny hop out. 
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Thévirst bunny is hiding 

inside this snowman. Melt the 

snowman with a fireball to 

reveal it. The bunny hops away, ) 

but a beacon over its head 

always lets Mario know where 
it (S. 
















Find tek the humic is one e thing; 
oN catching them is another thingcentirely. 
KS A : — 7 : The bunnies hop around, begging Mario 
ae ‘Melt the saiudiifie jade snowmen with fireba to give chase. Some of them will hop ~*~ 
Weel _reveal ah plleeet of Start Pita) | through the snow. Remember to sweep 3 
— eo path ahead of Mario as he runs so he can 
catch up with those bunnies and win the 
game. The best way to catch the bunnies 
is to cliage them into one of the rings on 
either end of the capsule. 
The second bunny is inside the treasure chest on the grassy knoll on ry opposite 
end of the planetoid from the Fire Flower. There's no shell out in the open, but if 
Mario melts this snowman, he uncovers a green one. Pick up the green shell and 
quickly break open the chest to reveal the second bunny. | a | aaa 
| i He oa * Hooray! Mario won the game. The 
| bunnies are happy to present him with 
the promised prize, a Power, Star. # 
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After Mario recovers the fifth Grand Star from Bowser’s Dark Matter Reactor and has collected 60 Power 

Stars, the Comet Observatory gains enough power to finally give pursuit to Bowser. There are still dozens of “4 | di : 
Powers Stars to seek out at this point, but Mario's eagerness to rescue Princess Peach as soon as possible is ZZ | 
understandable. When Mario confirms to Rosalina that it's time to fly to the heart of the cosmos and launch | 

the attack, Rosalina flies the Comet Observatory into deep space. 
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Using her magic, Rosalina steers the Comet Observatory next to the Mushroom Kingdom's floating castle. 
Mario runs across @ sky bridge that extends between the Comet Observatory and the castle. While Mario goes 
to save Peach, Rosalina transforms’ the Comet Observatory into a powerful starship. She will keep Bowser's . 
airship armada busywhile Mario engages the villainous Bowser at the Galaxy Reactor, an incredible machine 
that Bowser has constructed to create a new universe for him to rule with Peach at his side. 
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The sheer power of Bowser's Galaxy Reactor is tearing the 
You don't have to palace apart. As the pieces drift away, Mario must avoid drifting 
visit Bowser's: Galaxy into the void himself. The reactor shoots forth giant beams of 
Reactor the moment it becomes artificial gravity, creating moving spotlights that Mario can 


Pi hae He ay walk through. The catch is that he must keep up with the gravity 


You earn a star for completing this _ spotlights if he wants to walk up the vertical surfaces. 
mission, though, which goes toward 
the 120 stars hidden across the 
galaxies. 





























At the stage’s beginning, Mario must 
use the artificial gravity to scale the 
palace walls. If he steps outside the 
spotlight, he will float away. There are 
a few Dry Bones patrolling the palace 
walls, but you can easily avoid them. 
Should one get too close, use a spin to 

reduce them to a pile of old bones. * 
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Keep moving along the walls, keeping Mario bathed in the gravity spotlight. There 
are a few Star Bits near the point where two spotlights intersect. Don't try jumping 
from one spotlight to another—only cross when the spotlights actually touch. Right 
before Mario must scale a wall guarded with fire traps, pick up a 1-Up Mushroom. 


Mario lands on’a safe platform on 
the orb—this ‘is the only spot on the © 
bubbling*surface that's safe to idle. As 
soon as Mario jumps to the stéel cages 
a and the other rock platforms, they start 
ie Zi a= SSS] SSS | sinking into the lava. The cages sink 
L- eT, 4 Jumping outside the safety of the spotlight is I downward while thesstone platforms 
Ld, dangerous, but as long as Mario is firmly within | topple sideways. Pillars of fire belch 
the boundaries of the artificial gravity, he can | " Pram tkovorRG@tpUmevand- flashes e} 











| bounce over small gaps in the ground or leap over the 
| fire traps. cosmic energy arc through the orb’s low 
SS orbit. > 
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Two Dry Bones are chattering around the palace tower'sitop. Hit the skeletal 
Koopas with a spin, and then walk to the pad, emblazoned with Bowser's symbol, 
atop the tower. Before setting foot on the symbol, use the cursor to sweep up the 
Star Bits in the space between the tower and the orb. When Mario steps on the 
symbol, he’s pulled off the tower and through space to a small orb of burning energy 


and bubbling lava. ‘ 


tay iS / This mission isn't timed, so slow down and collect | 
thy every Star Bit possible. Bowser pulls out all the 
stops for his last stand, so you must bank as many 
| extra lives as possible. 
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A black platform cycles through the 
lava, pushing up momentarily only to 
disappear within seconds. Mario must 
run along'the platform as it rolls out 
of the lava, collecting the love-coin 

to replenish any lost health. There 

is a 1-Up Mushroom on a small steel 
platform. Reaching it requires some 
risky jumps. Mario can either long jump 
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to it from the black platform or leap 
from the rock'platform just to the right 
of the 1-Up Mushroom before it's:pulled 
below the bubbling surface. There is 
another coin just before the gravity beam 
that will pull Mario off this burning orb, 
but it's sitting in the middle of four fire 
geysers. Wait for the geysers to stop 
spewing, swipe the coin, and then leap 
into the gravity spotlight. 


—_— - ee 








The beam drops Mario on.a small ice 
sphere. A series of blocks are pulled to 
the frozen surface as Mario walks ahead, 
but they do not last very long. The ice 
blinks and then vanishes after just a few 
seconds, so Mario must keep moving. lf 
he falls off the blocks and drops down on 
the icy sphere, he takes damage, just as 
if he fell into lava. 





There are two 1-Up Mushrooms on the 
_ice sphere. The first is on a tall block 
that snaps into place as Mario closes 
in on it. Use a backflip to scale the 

block and grab the 1-Up Mushroom, and 

don't linger. The ice vanishes quickly. 

Keep following the blocks to the stone 
_ platform rising from the sphere—there 



















is a gravity beam here that pulls Mario to the next orb. The 
second 1-Up Mushroom is to the stone's right. Jump out to it and 
immediately backflip up to the stone before the ice block blinks 





—— 


Unlike the fire or ice orbs, Mario cannot step on the sand 
sphere. Like the quicksand in the Dusty Dune Galaxy, one 
misstep results in a sad fate. Mario must cross the rotating stone 
spindles in the sand to reach the next gravity beam. 


Jump over the fire traps on the two sets of rotating platforms 
and then make a big jump to the tall ledge beneath the gravity 
beam. As soon as Mario touches the beam, he’s yanked off the 
sphere and pulled to a tricky set of moving blocks. 
















jy is flying 
through the 
gravity beams, sweep 

| the cursor around the 
| screen to scoop up 
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Mario is dropped on a small platform of cosmic blocks. As 
he runs right, more glowing bricks slam into place. However, 
as new blocks appear, old ones vanish and never return. Keep 
moving forward so the ground doesn't disappear out from under 
Mario's feet. When the bricks start creating a vertical wall, use 
wall jumps to scale the area. Don't worry about jumping out into 
space—blocks snap into place just in time. There is a 1-Up | 
Mushroom at the shaft's top, but watch out—if Mario misses the 
1-Up Mushroom on his first attempt, he must keep moving to the 
left before the blocks vanish. 
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There are two gravity fields at thetblocks’ top. The pink field pulls Mario up Claiming the 1. 
while the blue field pushes him down. Blocks keep appearing along the “bottom” of = the. TAwomp in f 
each field, but spinning fire traps make it tough to remain in one field or the other. = Jump out to the platform, : 
The blocks keep disappearing after just a fewsseconds, so always move to the right | Thoomp rises. While Mario grabs the 
and bounce between the fields until reaching the final gravity beam. 0, the steel platform ri: 
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H $ F to shake 
LLG 
Bills following Mario. 
Try making a sharp turn right 
in front of the Bullet Bills so 


' + | + : they crash into each other and 
, me eee allies aii — explode. 
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\ As soon as Mario drops into the cylinder, 
| he must start running a gauntlet of 
=| moving platforms and Bulle ills. The 
~ | eae! Bills, fired from large cannons in 
2 cylinder, are determined—and the 
ro these | foes unleashéd on the 

: grows. With only small platforms 
a, Se bis if fort Bulle Bills into the 

i) 


lease a coin when yet 2 Bullet Bill. 
_ 
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| 
As Mario moves up the rotat y 
coyli nder, Thoms + | 


sh pk tforms ‘ore that | Maria Te << | — ot give pursuit 

nie ei 1 no matter how t nuch healt . 2 a ee ee |, like the smaller Bullet nt 
“has left. Dir ect Mario under the shadow Sn 176 block passage for a few seconds. When a 
_of the Thwom| iin up goodies like “ = = Banzai Bill's screams sida the cylinder, 
coins ; and ate p Mushroom. Look for the telltale shake of fet womp before i cinemas 





























] ; Ps ane a ae ne 
Cl U! / A take cover. 


Pounds e ¢ jround, mo Paprreneage i ay While you rover Bulle Bills will not be © 
| “aa ieee ae far behind. As soon as the first Banzai 





meats Bill passes, hop across the floatin ng 


s : platforms and run around the Banzai Bill 
‘ cannon. * 
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eReactoran 
| The second Banzai . 
Bill cannon is flanked ~ 
Lig! My ma 
’ by at least six Bullet 
Bill cannons. Mario 
} Bill and cross the last 
Samet of the lava so he can 
step in the Launch Star at the cylinder's end and confront Bowser. 
Jump across the rotating platforms, sidestepping the Banzai Bill. 
When the Bullet Bills close in, zigzag so they crash into each 


other and explode. 











Mario escapes the lava-filled cylinder and touches down on a long staircase that extends into the heavens. 
Bowser taunts Mario from the top of the stairs, revealing that Bowser Jr. has Princess Peach aboard his 
airship. Bowser Jr. keeps Princess Peach just out of reach, teasing Mario up the stairs into a confrontation 
with his father, the great Bowser. 












Galaxy Reactor will cause this universe to collapse upon itself, 
giving birth to a new cosmos that Bowser will control. His reign 
will last 10,000 years with Princess Peach at his side. Mario 
cannot allow Bowser to wreak such destruction on the universe, so 
he challenges the brute to a final showdown. Bowser is more than 
happy to oblige. Twisting gravity 


for his own use, he pulls : y 
> “4% 


Mario to a series of small 


WDE SIDIPE 10 EOC planetoids that orbit . A, —s 
i jo antic Galaxy. Reactor. = 
| atti , 













Mario must reach . 





a , the Galaxy Reactor, — . ee 
neh ah thre Gafire through Bowser — ) q 
Sy eT Ap RES bo Se yan first. ms 2 
4 
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; Se AZ, It Bowser strikes Mario, | ol 
thy he loses one health | 
wedge. There are coins 
frozen in ice that replenish | 
health. Once you deplete those, — 
though, Mario must trick Bowser’ 
into smashing the prickly 
flowers (wait for Bowser to | 
start rolling at Mario, then lead 
him through the plants). Each 
squished flower releases a coin. 
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phy. , a 
Wha te tT Cras! 
netoid, he imn A wali 
nh ario. The tyrant sto 
ier dl i, ana aL 
peatedly, sending s a 
e planeto id. Mario must jump over ¢ 
shed ‘wave while avoiding the prickly 


flowers ¢ on the P SU rrace. 
; NG 
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After knocking Bowser 0 ae it of the 
boulder, the giant Koopa spins wildly 
= around the planetoid. He's vulnerable 
_ to another spin-attack, so watch his 
: J and strike him as he rattles 
mack Bowser twice 
bain him off this first planetoid, 
inching closer to the reactor. 
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1 | shock wave, Bowser attracts cosmic matter, turning himself into 2 

ive jas) dt ling afte Mari io. Mario m ist get close enough to-strike. ore 

with a spin attack | a ut the Koop: | King ‘is fa ast. Mario must intercept the boule 
p, 7 on 

and spin into Binsers's xpose d face just as y rolls up to him. The attack shatters sk 


5 the boulder, sending Bowser Aglugihasast the planetoid. . : 

























planetoid. As soon as Bowser pulls 
himself to his feet, he starts breathing 
fireballs that encircle the sphere. These 
fireballs take a while to burn out—some 
© go around the planetoid more than 
once, so keep a close watch on.where — 
the fireballs are traveling when they 
disappear over the horizon. * 


Bowser is breathing fire, so Mario 
keeps his distance. The rubbery plants 
on this planetoid’s surface are Bowser's 
undoing. If Mario can get close enough 
to bop one of fhe plants into Bowser, 
the brate loses his balance and skitters 

across the surface, completely open to 
. attack. } | 











After searing the sugface with fite, 
Bowser curls into his spiky shell and 
rolls around the planetoid. Mario cannot 
touch Bowser in his shell; he must keep 
his distance, lest Bowser knock him 
down. After rolling around the plane- 
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toid's circumference a few times, Bowser — 
cae ASS ay : 
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lanetoid, Mario must hit him with , | 
the rubbery plants. Stand on the opposite side of the bulb and 
spin to smack the plant into Bowser, either when he's breathing 
fire or rolling around inside his shell. It takes just one hit to 
flip Bowser on his back. Just as before, this is when Bowser is 
vulnerable, so chase him down and spin attack him twice to knock 
him off this sphere and onto the reactor. 








: ee am SSeS 
Low on health? ¢— i 
hy There are coins 
inside the ice 
crystals, the prickly 
plants, and the lamp 
posts (while Bowser is 


fleeing, shoot the lamp 
to find a coin and restore some health). 
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There are sly ) handful 
of coins on the reactor,’ 
TELS ML PL 
ULM ELL LL LL 

in his shell: when he does this, 
WET REEMA 

to claim the coin before it 
vanishes. 


























+ After stikins poveor ont 4 | | St ae \ 
second planetoid, the hei their a /@ ~~ | _ Bowser’s shadow as a iis cian! 
| 1 i tot thie Ga axy ae ot or. Th attle === if the glass as Bowser vaults into the air. 

, likevon 7 “| When the shadow darkens the glass; s 
immediately move. Bowser slams down 
on the reactor, shattering the glass 
and burning himself on the pure energy * 
gur rgling inside the, reactor. 
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i ie : eles a es by s stomping 0 on rrihoeaataias 
j PP Ath over the k waves as Aa ripple around the reactor. After 

“the sae td shock wave, Bo Wser roule Is into a ball, using his impenetrable shell as a 
weapon. Mario must avoid the sp pikes— —there are no rubbery bulbs to use agalaye 
Bowser on the reactor. f 
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a ) Just as before, Bowser runs around the 
os XK reactor with his tail on fire. He knows 
| he’s in trouble, so he purposefully flees 
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with his spikes. 
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from Mario. lf Bowser spots Mariovin his 
path, he turng-and runs in the opposite. coe 
direction. Run after Bowser wy ithim | 


Mario must follow 
_ the same pattern as 
before to finish off ec be 
Bowser. After tricking \\ 4 

| him into smashing a 
ser is | glass plug and burning 
only two aoe to hit Diver's fale —_= : =——— his tail, Mario must 
with a spin attack. If he doesn't make catch up with the aiant a as rhe stops to nurse his wound. When 
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it in time, Bowser recovers and starts Mario hits Bowser’s tail for a second time, Bowser flips on his 
unleashing shock waves again. When back and skates around the reactor. Bowser is now vulnerable to 
Mario strikes Bowser's singed tail, the a spin attack, but Mario must hit him twice. After the first hit, | 
villain spins around the reactor on his Bowser ricochets away. Mario must intercept the shell one more | 
back. Mario must strike Bowser in this time and hit him with a devastating spin attack to finally stop | 


weakened state to inflict damage. Bowser's universe-rending scheme. 
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After Marioshits Bowser, the Koopa 
King scrambles to his feet and preps 
another series of attacks. He starts 
_ with shock waves, but instead of only 
* stomping out three waves, Bowser sends 
five across the reactor. Just as he rips 
out the fifth wave, Bowser collapses into 
his shell and starts rolling around the 
reactor in hopes of perforating Mario 
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Ch, EY: the reactor's 
hy transparent shell to 


1) Me LD 
when he's either rolling around 
| inside his shell or bouncing 
across the surface after Mario 
| ‘strikes his fal; 
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Bowser is lett behind as Mario and 
_ Peach escape. He casts a pathetic 
| 








Mario and Poach t manage to escape 
Bowser’s immediate fate, but the 
reactor's force is too strong. Fortunately, | 
Rosalina has the power to shield them 
from the blast that threatens the very 
fabric of the universe. In Rosalina’s 
calming presence, Mario learns that Sa 
the universe holds many mysteries about thergreat cycle of life: birth, death, eT 
rebirth. Change is the only constant in the cosmos. Bowser tried to bend this force 
to his will, and in the end, he paid the price. AG 

Rosalina sends Mario into a bright 
light, and the universe displays its 
awesome power. When Mario awakens, 
he is lying in a grassy field-in the 
Mushroom Kingdom. A butterfly flits 
around his face. He opens his eyes to 


— Reo see Princess Peach and all the Toads in 


the kingdom. The castle is back in its original place. Even Bowser is there, shaken 


_ by his narrow.escape from a horrible fate. Mario smiles at his friends and casts his 
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eyes to the heavens, welcoming new life into existence. Somewhere, farstrom the 
Mushroom Kingdom, a young galaxy with its own stories yet to be told is shining 
brightly. 


And maybe, one day, Mario will get to see it. | a; 


| shddow against the pulsing materials 
ot his failed reactor, He SY AYONT sinks 
into the lava, cursing Marjo as the 


reactor finally explodes. 








Seagratalatioesl You have defeated 
Bowser and saved Princess Peach. Or 
have you? You have not yet earned 
all 120 stars, so the next time you 
start the game, Mario is back on 

the Comet Observatory in Rosalina’s 
presence. The floor beneath the star 
map now shows how many Power 
Stars are left in the galaxies. Mario 
can now resume his planet-hopping 
in search of the remaining Power 
Stars. However, defeating Bowser's 
Galaxy Reactor unleashes a new force 
in the universe—the purple comet. 
How does this new comet affect the 
different galaxies? Is it the key to 
discovering the hidden Power Stars 
still out among the skies? Turn the 
page to find out... 





























machine has transportation for Mario. Just step into the bubble. 
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Three green Linas on the planetoid walt for Mario’ ¢ arrival. 
Each one directs him to one of the three Trial galaxies, a 
collection of courses designed to test Mario's hero skills. He 
earns a Power Star for completing each Trial Galaxy. Mario needs 
these three Power Stars to finish his collection of Power and 
Grand Stars. A very special reward awaits for collecting all 120 
stars and restoring peace and order to the universe. 





After Mario iceaer the hte special 
green Power Stars, the green Launch 
Star on the Comet Observatory is ready 
for use. This special Launch Star is 
pointed at a planetoid just outside the 
Comet Observatory's orbit. 








The two-part obstacle course in iit: » Bubble Blast cen teats Mario's veplleting skills. He must jump inside a i d 
series of six bubbles and float bale a maze of dist a walls, Bullet Bills, and ee mines. i 
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The Electric Labyrinth is divided in inte two opie The first half of the course requires Mario to seek out five yellow 
Star Chips that assemble into a Launch Star, which bounces him to a high-speed pursuit through a perilous maze. 
With Bullet Bills-on-Mario's tail, he must reach the Power Star as quickly as possible to escape the galaxy. 


















Joeee meen Se perenne omens be) 


sya ‘etully blow Mario across the 
course fo the right, staying away 
trom the electric walls. Fly through 
the giant coin to create a trail of coing 


that leads right to the Star C ae A 





Mario starts on a star-shaped nlatform containing five warp 
pipes. Each warp pipe leads to a small maze that ends with Mario 
finding one of five Star Chips. Start by walking through the 

fop warp pipe to appear on a metal platform. The nearby bubble 
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Float around the 
bouncing projectiles \ \ 
en route to the \ 


Sling Star. 


Almost done! Jump into this warp 
pipe to head to the next Star Chips 
location. 


The fifth Star Chip 
is just beyond this 


(arp pipe. 





Hey, the Star Chip is right at the 
start of this leg of the labyrinth. 
Getting to the Sling Star is the hard 
part—thereés a field of fast-moving 
projectiles bouncing around the maze. 
















for Star Bits ah 


’ 


Look 
along the electric fences 
exterior. Park Mario in a 

| safe spot, then run the cursor 

| over the Star Bits. 







Sump right into the bubble and breeze over to the giant coin to 
create the trail of coins that leads to the Star Chip. 








(ant more cons? Float through the 
projectiles fo pick up this giant coin. 
Then, follow the trail of coins to the 


Watch for floating mines while blowing ltanys 
Sling Star. 


bubble into the Star Chip. 
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The Sling Star that leads back 

to the star-shaped platform is 
farther to the south, beyond another 
collection of mine®. 





OC [a CER ORE Sek A series of rotating green platforms 

a - eS try to push Mario into the oft 

walls. Push through the wallsas” 

guickly aspossible, as more Bullet 
Bills are on Marios tail. 












After collecting all five Star Chips, 2 large Launch Star appears in the star-shaped 
platform's center. This launches Mario to the maze’s back half. If he falls in the 
maze’s second half, he starts at the beginning of the second half. 





: = Oe ? ines appear more frequently as 
ta ty SS . ae the path through the maze curves back 
When Mario lands on the Electric Labyrinth’s back half, he must hop into the to the north. Most of the mines slide 
waiting bubble and float south. At the southern stretch's bottom, Mario encounters along predestined paths marked-with 
the first of many Bullet Bill cannons. Bullet Bills pursue him through the majority thin purple lines. Bullet Bills still give 
of the maze, giving the chase a sense of urgency. Flee from the first Bullet Bill chase, so blast through the maze quickly. 
and lead it into a caged 1-Up Mushroom. | e Keo 4 









Oy 





and other hazards. Carefully steer around them, especially when Bullet Bills are 
present. Mario soon arrives at a rotating red cage. Slip into the cage, grab the 


1-Up Mushroom, and then keep moving. 
ee a * 
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| maze narrows. He floats 

7¢ _ between a gauntlet of 

ee 5 eee _ Bullet Bill cannons. 

he 5 |§ | ae 222 There is no slowing down 
£2 4 2 = i oe be e Y after this point. Quickly 

push to the right, keeping away from the fences as they close in. Watch out for a bumper in front of the Power 

Star. Breeze around it, escaping the last of the Bullet Bills as Mario picks up the Power Star. 








The penguins love their ray-surfing fun and have constructed an even more elaborate course for testing their 
skills. Remembering how Mario wowed them on his run through the Loopdeloop Galaxy, the penguins invite him 
to shred the new Loopdeswoop course. 
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The course Beatt similarly to the Loopdeloop Elis with Mario surfing his 
manta ray up a wide swath of water. As before, watch for the green caps of 1-Up 
Mushrooms on the course, as ‘Well as arrow signs signaling an especially sharp turn 


‘ia 





‘Another | big ee follows the loot’. 
There is a 1-Up Mushroom on the way 
down, but the turn at the bottom is 
so sharp Mario should prep for that 


= a . ther than aim for the power-up. The 
What goes 1p must eventually come down. The course rey pressing farther e sour disattns pu fakin the 


skyward, but just as Mario flies through a series of yellow loops, the course bottom. Twist the Wit Remoiétto the 

suddenly drops right out from beneath his manta ray. As Mario sails down, steer right just before the ray touches down 

his ray so it doesn't veer off course and fall out of the galaxy. There are coins and to bounce into the turn rather than right 

a 1-Up Mushroom in the air, so steer into them as the manta ray glides back to the off the: track. , 

track. 

* The finish line is just one more sharp 
turn away. When Mario surfs through | 
the nih line, the penguins award him 
a Power Star for his brilliant perfor- 
mance. Before grabbing the Power Star 
and ending the mission, jump over to 
the adoring penguins.to the right of the 
winner's box. The Sling Star near there 
sends Mario soaring around the track, 
allowing him to pick up all Star Bits he 
passed while concentrating on the race. 


When Mario reaches. 
the blue ring, the 
course turns devilish. 
No longer do arrows indicate 
sharp turns and the track 
‘gets even narrower. 
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As soon as Mario reaches the Rolling Gizmo Galaxy, he's gifted 
with the Power Star—but too bad it's trapped inside a sphere. 
Mario must roll the sphere through a toy-filled obstacle course, 
at the end of which is 4 machine waiting to free the prize. 
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When Mario first arrives at the course, little Goombas threaten 
to make things difficult. Roll the sphere away from the safety 

of the blue starting platform and gingerly splatter the Goombas 
without accidentally bouncing off the narrow bridge. The bridge 
leads to a red platform containing several stone blocks. Jump into 
the blocks—the sphere's toughness shatters them. 


A 


Sa - 


There's a wall on the blocks’ 


rush forward, jumping into the wall. The wall falls down, creating 
a bridge and a checked blue platform with more stones. Shatter 
the stones and drop into the tiny hole to bounce up to the green 
circle. Roll the sphere around the circle's edge, collecting coins 
before dropping through the empty space in the center. 
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~ Mario rolls along a section of track before reaching a large 
orange platform. Several Goombas crawl about the platform— 
smash them to earn coins. Coins decorate the red-lined hole in 
the orange platform. Carefully inch across the line that stretches 
across the hole to pick up the treasure. 
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Roll out to a revolving bridge. aloes 
in place for just a couple seconds, 
giving Mario a chance to steer onto a 


few cogs and grab a 1 § {p Mushroom. 
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bridge atter the last Og. (Qait for it to 
slide back into place, then roll ahead 
of it so it doesnt push Mario off 
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Mario rolls out onto a large orangé coin-covered cog. The treasure would be easy 
pickings if notfor the four Bob-ombs milling about. Avoid the bumbling Bob-ombs. 
The force of an explosion will bounce him right off the course. The biggest threat 
isn't a Bob-omb hitting the sphere, but two of more Bob-ombs running into each 
other and causing a chain reaction. When Mario leaves the cog, he rolls to some 


machinery that flings the sphere through the skies over the course. 
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There are two giant coins on the next ) 
orange cog. Each creates a ring of 
coins on the cog. Pick them up— 
hopetully Mario now has enough coins 
to earn an extra [ife. 
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Just one more narrow bridge separates Mario from the course’s.end. Two silver 
dice slide around the bridge. Inch forward and jump to grab the 1-Up Mushroom 
over the bridge, then roll past the dice and up to the final blue platform. Roll the 
sphere into the ring to crack it open and retrieve the Power Star withinox 
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Even after completing the Trial Galaxies and rescuing every Power Star from the 
Dome missions, Mario still has only 105 stars. Where are those last 15 Power 

Stars? They appear under the shadow of the purple comet, a phenomenon that colors 
the sky only after Mario defeats Bowser at the center of the universe. 





Q) Check the star map on the Comet 
~~}} Observatory to see where the purple 
comet was last seen. When a purple 
comet appears over a galaxy, travel to 
that Dome and look over the map to 

_ see it. Visit that galaxy and collect 

* 100 purple coins while the comet flies 
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overhead. After collecting the 100 
purple coins from the galaxy's special 
course, Mario earns the final Power 


Star for that galaxy, and the tiny crown 
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appears next to its cane: 


While the requirement of finding 100 
purple coins is always the same, the 
conditions for doing so change depending 
on the galaxy. Some missions are as 
straightforward as touring the galaxy » 
and looking behind every rock and under 
every tree for the 100 coins. Some 
missions require collécting the 100 
purple coins under a specific time limit» 
Some missions let Mario run through the 
course only once. If he misses a purple 
coin, he must restart and try again. 


After Mario finds all 15 of the Power 
Stars-associated with the purple coins 
and his total count reaches 120, he 
can return to the universe's center to 
challenge Bowser one last time for a 
very, very special surprise. 
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The egg-shaped planetoid is the thi 
The 100 purple coins in the Good Eqg Galaxy are spread across stop on Mario's final tour of the Good 


owe 


the galaxy’s many planetoids, and they run the length of the Egg Galaxy. After he uses the Launch i 
Launch Star highways between them. To collect all 100 coins, Star there, he has 70 purple coins. Find . 
Mario must travel all roads. the remaining 30 purple coins along the 






extra routes in the skies. To find these = 
extra routes, use the Launch Stars that 
intersect the previously taken routes. 
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When Mario lanil-in the Good Egg Galaxy, he must scour each 
planetoid for its bounty of purple coins. There are no hidden 
coins here—just diligently run around the galaxy to earn the 
Power Star. After cleaning out each planetoid, hit the skies and 
pick up the dozens of purple coins hanging in deep space. 






On the way back to the red 
planetoid, use the Launch Star to ” 
rocket to a New path. 


From the red planetoid, bounce across the galaxy to the 
egg-shaped planetoid to collect additional purple coins. Mario 
automatically picks up all the purple coins along the Launch Star 
paths—the coins are placed right along the flight path. 
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There are 100 purple coins hidden on 
Honeyhive Galaxy's main planet. Mario 
’ never has to leave the.planet to complete 
The new route sends _ the collection. Most of the purple 


Mario soaring through 20 coins are out in the open, but a few are” 
purple coin’: 


























slightly out of the way, 
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Aftens vaulting off the Good 
Egy Galax Y, USE the Launch — 
Star at the midpoint to find the 
remaining 10 pelea 








When Mario lands on the Honeyhive 

is ee kingdom, he immediately sees a huge 
umber of purple co vgs Some are in the 

river next to him; others are on thé slope 

—r7 headed down to the riverbank. However, 

before exploring too far away from the i 

starting point, turn around and look at 

the ledge where Mario normally picks wp 

a 1-Up Mushroom. There is a purple coin 

back there. 
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Pe. . Pice alcove bebindl the ledge tt 
where the Pitiinka Plants : guarded | 


<i the warp pipe to the secret chamber. > 
i + eal ce *  @all ; (jump up the lesen to pad | Marios. 
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Check the planets 

top. Wall jump to 
fetch the coins on the | 
twin walls. \ 











Look behind the waterfall, just under 
the main cavern that originally led to 
the Queen Bee. 
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Check the planet ’sback side to find 
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purple coins on the final leg of his race These three coins are easy to miss—theyre on the | . 
with Cosmic Mario. edge of the rounded wall that overlooks the giant tree. | i 


Be careful not to slip! 


When Mario backtlips 
on top of the rounded 
wall behind the twin 
walls, the camera 
pulls back to reveal 
purple coins on a 
series of ledges ®XO76 too 
leading down the 4 
planets back side. = : 2 
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Backtlip aren the loneyblock hovering 





above the ledge overlooking the vie 
missions startiepoint A purple coin a 
hangs just above it.” 
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Carefully walk the wooden fence that ae 
runs the length of the planets Xparstio (2 = : = = 

Finally, check the upper ledge behind the waterfall. Grab the 
purple coins here and drop down at the end to finish off the 100. 
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Some of the purph 
ends»so Mario must backtrack 


_ a different route to reach the ré¢ 
: f pthe coins. 
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Make sure to samp straight. across the 
gaps in the paths. gman 
he falls straight into the void and must 
restart the mission. 











Mario returns to the Space Junk Galaxy to collect 100 purple coins aoe the <2 
debris field where he | reviously rescued the five Silver Stars. He has only two = 
ae nk ros ee seyit y cc constr cted- Recarstmnclay ssiasienaiteeten a 



















Look over the debris field to spot 
19 groups of 10 pureigab oinsilt's not 
dif a to collect all 100 purple coins 
Within time limit, but watch Mario's 
ste he d lebris a Spee pe Is : aa 
erent than before. mn Mario must pick up thé Power Star. 
before time is up. f time runs out, he 
maen restart the Mission—even if hes 
| eratriree feet trom the Power Star. 
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Mario has one shot to retrieve all the purple coins outside 
the Battlerock Galaxy. He must ride a disc across the battle 


platform's exterior, dodging cannonballs while grabbing every last 
purple coin. This is a one-way trip, after all. 


As the disc floats 
glaad Hertha be 
platform, Mario can 
see the general layout | 
of the field of purple - 
coins. He must jump 
through the air to grab * 


tai placed higher,than the disc's flight path as well : as dip to 
the disc's underside to collect those floating underneath laser 
(hen passing nogen 


the first wall, stand on 
the discs side to pick 
up ahyerrant a\ | 
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The purple coins are 
not all positioned in 
a straight line. Mario 
must veer on and off 
the path to collect the 
bounty. 
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\ A What a treat! There’ $a 
“eZ 1-Up Mushroom sitting 
in the middle of these six 
purple coins. 
























The trail of coins arcs over two 
electrical fences. Either use a backflip 
or a side-jump to collect these coins. 
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If Mario collects all 100 purple coins, 
the robot at the planet's end awards him 
the Power Star. If he misses even one, 

he must restart from the beginning. 
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(alk up the palin trees Vineet trunks 
- to collect purple coins hidden ommend 
the lush tronds. | 
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Pirate Coins are Helden Aronia bie 
watertalls top. Dont forget to look ip 


the actual water. 
B 
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It's a fine day in the Beach Bowl Galaxy to dbs little beachcombing for 100 
purple coins. Mario has no time limit for collecting the purple coins on this ocean - 
paradise—and that's a good thing, because some of the coins are cleverly hidden! 








oy 
: des al al 
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From the starting point, ario can see waterfalls edge. Use this power-up 


: about half the purple coins in the Beach to vault to the islands top and collect 
ea | Bowl Galaxy. The find the others, search more purple coins. ° 


the fronds of the palm trees, slip under 
the waves, and bounce to the island's top. 





Pick up the easy ones first. Traipse 
across the little islands and, while 
picking up purple coins, talk to the 
penguins. They offer clues about where 
to find the not-so-obvious coins. For 
example, one penguin lets slip that there 
are only five purple coins in the sea. 





Boing! The Spring Sait lets Mario 


easily check the trees. 





Swing around the vine hanging near 
the starting point to collect two rings 
of purple COINS. 





There are several purple coins on the 


" * upper ledge behind the waterfall on the 
+4 Oh * islands back side. 
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} when I say it took me 
almost 30 minutes to find 
the last purple coin—it's 
| tucked in this itty-bitty 
~ crease along the Beach 
Bowl's left edge. 
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Heed the a yadiee advice—there are 
only five purple coins in the sea. Grab a 
shell and tour the seabed to pick them 
up. Once they're in Mario's pocket, he 
can dry off for good. 
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Fortunately, many of the coins are 
positioned in straight lines between the 
=a Pull Stars, so immediately drag Mario + 


through a few of these lines to start his 
collection. 





= are over { Ogypurrle coins in the Ghostly Galaxy—picking 
1) p 100 of them to earn the Power Star‘will be easy, right? 
Wrong. | ario has only 60 seconds to bounce around the field of 
Pull Stars to gather go purple coins and to swing over to the 
Power Star. 






Some of the purple coin lines curve 
around the hunks of space meat. To | 
D feet ‘mat gather them, grab the Pull Star on the _ 

100 purple coins? = He ee ee other side of the beefy bone and let 
How is Mario going to eae fel mel Mario bounce away from the rib to pick — 
nantes iat grenlly eee up the arc of coins. 








the key—as is thinking 

~ two moves ahead. Mario cannot stay still in this galaxy for even a 

second; he must always be dragging himself through a line of purple 
Coins to secure the needed 100 before time runs out. 
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(atch out for mines. 4 Mario hits one, 
he loses precious time, making it very 
difficult to finish the mission. 





Only seconds remain—get to 


" Power Star! 








The Power Star appears in the center 
of the Pull Star field. As Mario closes 


in on 1 0 purples Paes set Ue gi for - 
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hase down the bunny i n return for 
ins. There are over 100 purple coins on the cube, 
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lt bee ee ins of the Gusty bie araxy. are CAG Mh nd 


! pubde 
the Power Star. There's no bunny | = narnbanshadna 
bu eoing limit of 2:30 means \ any nas some IY sposty collecting to do. 
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Over a dozen purple ¥ 
coihs jingle atop the ) a 
tricky trellises. 
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Each of the cube's six sides is covered 
with purple coins. Only a few Goombas 
wander the landscape. The topiaries and 
bushes that seqment the purple coins 
serve as obstacles between Mario and the 
treasure. Mario must scale tall shrubs, 
balance across narrow trellises, and 
rustle through thick grass to, complete 
his 100-coin collection. 





When Mario finally 
pockets 100 purple 


wre tte hen ae 


BP coins, the Power Star 

| appears back at v on 

the side of the cube 
where he started. 
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Time: 01:47 





Jump atop the garden maze to 
collect the purple coins trom this 
side of the cube. 





Several purple coins are hidden in , 
the tall grasses. Always check on 
top of the thick shrubbery at each 


corner of the cube. 
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Time: 01:32 





Scale the bushes on this side 
ot the cube to pick up another 
70 purple coins. 














Shire to the Ice Flowers left and gall 
faump.up the alcove to find a sidew 
with a couple purple coins. 
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Userthe (ce Flower to scale the 
water fountains and reach the 

upper trozen lake. 











Freezy Peak, _ of the een Baron Brr, Rats pelieyeh 100 varaiers coins. To 
pocket all of them and earn the galaxy's final Power Star, Mario must check every- 
* where, fromthe-mountain's base to the highest points on its sharp crags. 


Mario begins his trek up Freezy Peak 
at the edge of the freezing lake. Before 
starting across the frozen platforms, 
turn around and grab three coins from 
the base of the ramp that Mario uses to 
slide onto the planet. There are several 
purple coins on the lake, so fetch that 
Ice Flower. 





Baron Brr's throne area a hosts many. 
purple coins. Use the Ice Flowers to st 
skate around the water and pick up the = 
coins on the platforms; then wall jump 
up the alcove to fetch the purple coins 
on the plateau where Mario brawled with 
the coldhearted baron. Check the little 
caves underneath the plateau for purple 
coins behind the crystals. 


lce Mario can skate around the lake 
and really start the hunt. Before starting 
the mountain ascent, check the four 
spikes surrounding the giant coin for a 
handful of purple coins. 





Use the Sling Star to the (ce Flowers 
right to bounce up to the ramp ~ 
containing the Life Mushroom and 
1-Up Mushroom. There are several 
purple coins up here. 
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Theres even a purple | 
coin on the very top of. 


Freezy Peak! 
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to use the small Sling Star and | mentioned that the hidden purple 
access Freezy Peaks top half: Melt the coin in the Beach Bowl Galaxy 
snowmen with fireballs to clear the caused me some consternation. That was nothing 

paths. compared to the two hidden purple coins on Freezy 
—— ential Peak. To spot the coins, stand on the summit and face the same 

direction the Toad is looking. Now, turn to the left and look 

| down. It took me forever to find those—and even longer to reach 

i ~~ a them. The secret? Line up with the coins, then long-jump off the 

| oy Gay y= .1 summit's edge. Mario will land right on top of the first purple 

| 
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coin. The next one is just a quick jump down. A Sling Star takes 
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Keep pushing up the peak, negotiating 
the narrow ledges. Without the ice 
bats dive-bombing Mario, this is a bit 


easier 








Dusty Dune 
Galaxy *®9 # 
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The purple coins of the Dusty Dune Galaxy are sprinkled across the ~ LEGEND 
giant sand disc with zigzagging stone pathways. There are still Dry 7 | 
Bones and plenty of tornados whirling around the quicksand-covered 
disc. 


Purple Coin 











) When Mario lands on the sand disc, 

_ he can collect only a few purple coins 
right away—but he can clearly see the 
| last few he must gather to release the 
"| Power Star. On the disc's bottom, use 
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Pi ' a | 2: o |. the switch on the tower's top to raise a 
= : ~ platform on the disc's top. But between 
here and ry are » adozen tornadostnd a lot of perilous quicksand. 
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wy <~ Watch your step. If Mario slips off a walkway 
<—_/ and drops into the quicksand, he must restart 
the entire mission—even if he already collected 
99 ick coins. 
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* “The two tornados on the path to the 
open | — ~ tower are unlike the others. Bones and 
Pass through the firs ae cathe ———— _ } debris swirl around these tornados, so 
, : Mario must hitch a ride by jumping into 
the tornado's center. If he tries to walk 
TG thest tornados, the debris will 
knock him into the quicksand. There are 
two ares of three purple coins on each . 
~ side of these tornados, so Mario must | 


ake the risk to grab the treasure. 


disc to access the other si a | 
lots of purple coins over. r here. U » the 
tornados to snag th purple. coins over 

the wlan bo ween the walkways. 
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Glimb:the towe and ju ‘mp int Piha: 
pu ple coins eins blue switch. After 
pebvecting the purple coins, ground = 

p ound: the switch to drop the tower to. 
new 's other side. N ow, run for the 
nett nole, because the tower only | 
remains on the disc's other side for 
about 15°seconds. When the ticking 
speeds up, the tower is abouts pop 
back to the disc's tan side. * 






























~ a 7 sah 
; hy “ha - : + 
| 4a 7 . 
IE A. A — ~ ¢ ¥ i ‘. ri 
"| 2 5 een ae — ss = = 
; bf - 
ie Ay, =" > " . 
- oe -—— ee a + 
. aa >. . : 
a ney" . ag 
= ee he ; \ ’ 
r ¥ —> — ), . 
a 
7 = os : 
= = “yy 
ca 4 ‘ ~ 
> - < ~- 
' fi F 






















®X 067 hoo 


AXVTIV9 AVAT G109N 


This bee tells Mario he should have 70 | 
purple coins before heading farther up 4 
the tower. 





Fall colors are settling over the galaxy—agolds, oranges, 
yellows...and purple? The Gold Leaf Galaxy is splashed with an 


entirely new hue for the sixth and final mission. Mario receives a Carefully inch along the railing to pick 








little help from the bees in this galaxy. They tell him how many up these purple coins. Mario slips, 
purple coins he should have before moving on to the next area. he has quite a walk back up to the i 
| | | fower. 








When Mario lands on the Gold Leaf Galaxy, he spies a trail of 
purple coins leading up a series of blocks. This trail stretches to the . : 
trunksof the giant tree that supports the crow’s nest where the nasty Ground pound this stone circle to 
mole with the bubblé cannon harassed the bees earlier in Mario's release the Sproutle that extends to 
adventure. The purple coins in this galaxy are all pretty much out in 
the open—just check in with the bees before moving on to the area's 
next section to make sure he has the proper number of purple coins. 










the towers top. ; 
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After Mario collects 
all the purple coins on 
these walkways (dont 

forget the spring!), 

be should already 
habe SO. 





There are 10 purple coins atop the 
tower. ff Mario arrives with any less 
Spring up to the than 90 purple coins, hed better head 
frapeze fo start back down and find those he missed. 







ascending the tower— . | 
collect the two purple = | % 
coins at the height of 4 ~4 LY ey st 
the trapeze s arc before Te ats SG sate 
dismounting. 
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ILE penguins Of Sea Slide Galaxy are eager to share a tip with Mario when he 
arrives: There are no purple coins in the wafer. Stick primarily tothe skies; the’ 
multitude of Bee Mushrooms on the planet will certainly help him take flight and 
stay aloft. 


There is a Bee Mushroom close to the 
beach where Mario touches down. In his 
Bee Suit, he can flutter between the 
puffy clouds (no rain here) and seek out 
the purple coins that decorate the entire 
ring. If Mario ever slips into the drink 
and loses the Bee Suit, just find another 
Bee Mushroom and continue the search where he left off. 








After Barina off "he mangrove, bles 
across the network of putty clouds 
over ye filtering station. 





Buzz to the mangrove and search 
every branch. There is at least one 
purple coin on each branch, and 
several are on the putty clouds that 
surround the giant tree. 
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Drop to the station to grab a small 

collection of purple coins before 
buzzing to the green Toad spaceship in 
orbit over the ring. 
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that hide the nasty Gringills. @Watch 
for those Piranha Plants. they snap 
Mario, he loses his Bee Suit. 


aoe 





float to the watéFs surface and 
collect the purple coins at the castle 
towers base. 
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Use the puffy clouds to reach the 
purple coins atop the tower. After 
collecting all 100 purple coins, the 
Power Star appears atop the ogee 
Hagpole. 





Check for three purple coins atop the 
red Toad spaceship. 












Explore the hillside over the twin tunnels 















appears, take no risks 











buzzing between the 
clouds. ff Mario runs 

out of flight energy 
over the void, he must 


re-collect all 700 


purple COINS. 
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The 8-bit Mario planetoid in the Toy Time Galaxy is replaced with 
an 8-bit Luigi. His visage is covered with well over 100 purple 
coins, but this mission is anything but a cakewalk. Mario must 
collect 100 coins within three minutes, but the lava that Mario 
simply bounced off of with just a little damage has been replaced 
with dark matter. One touch and Mario must start all over. 


An incredible sea 
of purple is splashed 
across the Luigi-shaped 
planetoid. Collecting 
the coins requires 
calculated jumping, 
hair-trigger reflexes, © 
and a pinch of luck. To get a good start on the mission, jump 
as far away from the starting position as possible. The Power 
Star appears right where Mario is standing when he pockets the »> 
hundredth purple coin, so he needs a way back. 


Time: 03:00 
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Take a counterclockwise route around 
the planetoid. Start by heading for 
the lines of purple coins over the dark 







matter to the right. Run across the ; : r 
yellow platforms to get the coins, but /- - 
before they spin too far, duck down and eo 
long-jump over the dark matter. Mario —_ Bm FEN. , , ; 
picks up an entire line of purple coins = . t | 
aurea the mission off with a bang. Si ne ce idl ie cone 
: — for"the starting position. The G 
= 3 plattorms Mario jumped over at the 
Small collections of five,purple chins —« mission's béfjinning are now ready to 
hang just outside the planet's edge. hold his weight as he comes back to “ 
» Jump out and spin to grab the coins : a claim. the prize. * 7 
* while maintaining enough air to fall — 
| back#6 satety. 
‘ 












A 1-Up Mushroom is in the planetoids 
far corner, on the opposite end trom 
the starting position. fts good to get 
the purple coins around it, bat dont 

risk it all for the power-up. 


Of all the purple-coin . 
missions, this one is 
the hardest. It took me at least 20 


attempts to collect 100 purple coins, 
but then | realized that the Power 
Star was all the way back at the 
beginning. Count on spending a lot 
of extra lives on this mission, but | 
can guarantee you that the payoff for 
finding all 120 Power Stars is worth 
TA 



















By the time Mario reaches this corner 
of the planet, he shauld hage over (10) 
purple coins. {ts now time to start 
heading back around to the starting 
position. ° 


—— 









Long-jump over the dark-matter voids to pick up purple coins. It's alwaysseasier * 
o grab purple coins on the green shrinking platforms than the rotating yellow ones, 
so as Mario gets closer to 100, stick to the green platforms as much as possible. 
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The ghost ship of the Deep Dark Galaxy contains a precious 
bounty: purple coins. Exactly 100 purple coins are either around, 
on, or under the ghost ship. There are no enemies causing trouble 
during. this mission, so take it slow and be methodical about 
collecting every hint of purple Mario can see. 





















After grabbing all the purple coins 
off the land, jump into the water. Swim 
around the lake's edge to pick up purple 
coins, then paddle over to the ship. + 
Swim around the ship, jumping to grab 
purple coins on each side of the vessel. = 
Be sure to pluck the purple coins out = 
from between the ghost ship's idle ii 
cannons. 








RS Mario drops into the drink ‘anatnn the vant ship, 
is must swim around the wading pool and collect the purple 
coins within. After clearing the pool (check under the box that 
Mario hops ‘ont exit the water), move on to the large chamber 
that houses ae ship. Several purple coins are right on the 
beach, so use ‘i wooden crates to jump high enough to pluck 
them out of the air, then ‘smash Foes sic crates to pick up 
some regular coins. a iy : 











Dive deep to spot a line of purple coins 
under the ship. Check the underwater 
ledges and dont ignore the chains 
running between the anchors and the 


ships bull. 






coins on each tier of 
the ledges. Look for »— 
shadows on the ground 
fo indicate a purple 

coin spinning overhead. 








-¥E- 





















| After emptying the lake and collecting 
all the coins on the ship's sides, board the 
vessel. Several purple coins are right on 
-|the deck, and more hang over and under the 
| Crow's nest. Use the orange pole to reach —- 
| the crow’s nest. A purple coin hangs under 
ee a stalactite. To grab the coin, long-jump 
e coin While he flies through the air, . = 

















| @ Purple Coin 





The cannons of — ———e 
the Dreadnought battle 8 8 8 
platform guard the 100 purple = Sei. 
12 tality ena ee ee Reha Be “he 
coins. Just like the run through the urple coin ES 
Wee me ae ‘ | 
mission of Battlerock Galax y M io must follow the moving _ 
he cannons only once. If he misses a 
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platforms as they pass in front of the canno Pig 
coin, he must start all over. And if the platform gets too far ahead of Mario while he ~ a. 


Oe | PORE er ee ce a ae soit 
ollects tough-to-reach purple coins, he must wait for another to come along. 
| Me te 2 i ee ae i 
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} When the platform starts rumbling to 
> the right, pick up a Life Mushroom and 
} the first batch of purple coins. The Life 
| Mushroom’s extra health is beneficial 

E | for surviving cannon attacks, but getting 
eee blasted by an exploding shell often makes 
eee Mario miss 2 purple coin while he recovers. 
The platforms follow the same track as the “Dreadnought's Colossal Cannons” mission, so Mario should be familiar with the 


€ general lay of the land. 
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tug-of-war with 
Mario when he neal 
between the “ceiling” \ 
and the ‘foor.” Dont 
miss any purple 
coins while bouncing 
between the gravity 
fields. 


When Mario jumps to the first 
upper platform, he should have 
17 purple coins. 





The moving platforms slip under 
stationary blocks and ledges, giving 
Mario stable ground to leap off of and 


grab airborne purple coins. 


Not all the purple coins are in a straight line. Sometimes, | 
Mario must ran in a little circle to grab all the purple coins on i 


ao platform. 








After isl tke under the 
Thwomp, backtlip to grab the purple 
coins ober its head. 








When the platform pulls away from the cannons, Mario should 
have 95 purple coins. Four more coins are over the purple robot's 
head on the dock’s right. Bounce off the robot's springy head to 
grab the four purple coins. Then jump over to the purple robot 
under the Launch Star. 





7 Jump into the Launch 
Marios platforms smash into mines, Star to rocket high 


stopping them cold. Quickly jump fo above the Dreadnought 
another moving platform, such as this hattle platform. The 


vertical one, before they pall away. Final pu rple ee 


along the arcing path 
Mario takes through 
space before landing right next to the Pawet Star. 


+ + 








+e PRIMA Official Game eGuide) 


ld Nl Ne 














rag 
ee) 






















f Ves 


Mari must hotfoot it around the ren ¢ Galaxy to collect the joo purple coins, required to bank the 


is ae Star. Many of the purple ins are posi: _ ne ng close to ndipeanreee of the lava sea, so be ready to jump as soon 
as he corners his quarry. Hesitation leads to 


. a | 
nga } 
ey eee) 
1 


3s on the Melty Molten 6: alaxy i is : still pulsing with 
t eysers autlnde out 0 f the ground. Lava 1 pillars 
d these hazards while swe meping purple ¢ coins off | 


| the purple coins ‘on Bul: 
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_ There are purple coins both over and 
under the bridges. To collect those under 
the bridges,.stand on them until they 
sink into the lava. Just as the purple 
coin pokes through the grating, run 

over it, then jump before the lava burns 
Mario's feet. 





Follow the green bridge to the cliffs, 
‘but linger long enough to collect the 
three purple coing just above the fava 

lakes\surface. _ 4 
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There are five purple coins atop the 
heat geysers in tront of the cliff ait 
for the blasts to die down, then scoop 

up the Coins. 
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(hen Mario reaches the cliffs’ top, he spots some purple 
coins over the side that faces the volcano. 


Step off the edge to 
collect the purple 
coins down the cliffs’ 


right side. 


aah) shied bes 













Hop across the tiny 
platforms in the lava 
to collect more purple 

coins at the cliffs’ 
bottom. 














When Mario has the 95 purple coins from the landmass, step 
into the Sling Star pointed straight at the volcano. The Sling 
Star rockets Mario toward the active cone, but the are falls 
just short. Quickly shake the Wii Remote as Mario touches the 
Sling Star on the volcano’s side to bounce right inside. The final 
five purple coins are at the volcano's bottom. After collecting all 
100, use the Sling Star to escape and grab the Power Star. 
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After completing all the purple-coin missions, you should have 120 stars and a crown next to the name of every 
galaxy on the star map. You've beaten the game and saved the universe, right? Don't touch the power switch just 
yet. There's a little surprise that you're going to love. 


Observatory and tell her you want 
to go fight Bowser at the center 
of the universe again. Bowser is 
more than happy to brawl again. 

— Complete the mission just as 

: “ before, surviving the strange 
gravity fields and the huge lava tube. After defeating Bowser, the giant falls back into the lava and the credits roll. 
Watch the credits. (Pay attention, too. Those people worked really hard on this game.) When the credits end, listen 
closely. 


"Did the game just say what | think it said?” | asked aloud when this first happened to me. 





That's right. If you 
beat Bowser again 
after collecting all 
120 stars, you get 
to play the game as 
Luigi. And let me 
tell you, the game 
is a little tougher 
as Luigi because the 
bro with the green 
duds jumps and runs 
differently than 
Mario. Luigi jumps 
higher and further, 
and also runs faster, 
but has trouble stopping. They each have the same moves, such as 
the long-jump or backflip, but the difference in their basic jump, 
running speed, and stopping ability makes completing the game 
harder. 





- 1 And what happens when Luigi gets all 120 stars and defeats 
oe i Bowser? 


That's when you turn the power off. 
And go outside to look up at the stars. 
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Star List 





Mario must collect 120 stars in order to rid the galaxies Bowser's evil influence and restore peace to Rosalina’s travels. 
Gathering all the Power Stars and Grand Stars takes Mario from one end of the known universe to the other, visiting crazy 
places like the haunted Ghostly Galaxy or the sun-soaked Dusty Dune Galaxy. : " 











We've shown you exactly how to locate and retrieve all 120 stars—but 
for quick reference, here's a complete checklist of every star in 

the cosmos, organized by galaxy. Missing a star in the Dreadnought 
Galaxy? Check the page number and then flip straight there to read our 
star-searching strategy. You'll have entire collection in no time! 





Location: Dino Piranha 
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* ae 337 x 5 





















+e 
NOdigess- 


Wercation: King Kaliente’s Battle Fleet 





Location: Purple Coin Omelet 
' i 


Location: A Snack of Cosmic Proportions 






















Location: Luigi in the Honeyhive Kingdon Location: The Honeyhive's Purple Coins Location: Surfing 101 
We Bowser’s Jr.’s | 
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= Sweet sweet Galaxy Robot Reactor 


2 'Flipswitch Galaxy eae 
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S , ee ee 
3 Location: Painting the Planet Yellow Location: Rocky Road Location: Megaleg's Moon n 
i 
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Location: Pull Star Path , pe ate Lovation: Kamella's Airship Attack : Location: Tarantox’s Tangled Web 





, Location: Purple Coins on Battlerock % Location: Rolling in the Clouds 
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Location: Sunken Treasure See 
ul i — 


Location: Luigi and the Haunted Mansion 











lection: Bouldergeist’s Daredevil Run baration: Purple Coins in the Bone Pen 
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S Location: Matter Splatter Mansion “ 















Location: Giant Eel Outbreak 





PZ Sa . wb .Bowser Jr.’s 
J 7 Bubble Breeze Galaxy = Airship Armada 
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Location: Through the Poison Swamp 


» location: Conquering the Summit 


Location: Freezeflame’s Blistering Core 


x xh ‘ xs 

























Location: Bunnies in 
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Location: Major Burrow's Daredevil Run 


aay Freezeflame Galaxy 
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Location: Hot and Cold Collide 


Pe  vusty Dune Galaxy 
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Location: Bullet Bill on Your Back : Location: Sand Blast Speed Run 


2 


ssc Honeyelimb Galaxy EA sismouth Galaxy 









__ Location: Bigmouth’s Gold Bait 


at 


Location: Purple Coins in the Desert Location: Seals UONCL LEU 


“i 3 
y Gold Leaf Galaxy | 


—— 0 ae 


a 
















Y J gBowser’s Dark 
7 Matter Reactor 
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Location: Star Bunnies on the Hunt Location: Cataquack to the Skies 
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Location: Cosmic Mario Forest Race 





Location: When It Rains, lt Pours 








Location: Underwater Cosmic Mario Race 
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A Toy Time Galaxy 


Location: Mario Meets Mario 


* Location: Bownelag daw Cake Lake | Loratlon: "The  Flipewiteh Chain 
* ~ “ 
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Location: Fast Foes of Toy Time 
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Location: Dreadnought's Colossal Cannons 
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Location: Luigi’s Purple Coins 
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Location: King Kaliente’s Spicy Return 
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ocation: Guppy and the Un 


derground Lake 
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Location: Plunder the Purple Coins 
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Location: Revenge of the Topman Tribe 
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Location: Kingfin’s Fearsome Waters 
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Location: Dreadnought's Garbage Dump” 
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cation: Lava Spire Daredevil Run 
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vw ‘Snow Cap Galaxy 
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location: Gizmos, Gears, and Gadgets 
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< (n the early 


stages, (Aye. 










contemplated the idea 


wx that Kosalina was 


related to Princess 
Peach, so that is why 

their features are 
very similar. Her long 
bangs represent her 

outward strength 
and inner sorrow and 

loneliness. 









> (was a huge tan of Super 
Maria Bros. 5, especially 
Bowsers Ship. ft was re- 

created in this game mainly 


“s.  due to my strong desire to see 
c e e [ 
Bowser 's Ship again: y 
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The whole idea of Toads exploring the galaxies ina mushroom-shaped spaceship was born from a random 
conversation and a simple scribble. Of course, Toads were already well known, but the idea of them being 
space travelers guickly gained popularity among the statf and ultimately was used in the game. 
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A We first envisioned it to be very dark 
and gloomy and located at the bottom of 
the deep sea, but we eventually changed 
the water to be shallow and expansive. 
















stage drawing of the 

Buoy Base. We simply drew a disc-shaped 

ocean floating in the sky. There is a fort in the 
center, displaying its dangerous element. 


A This was an early- 
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< Originally, we were going to 
borrow the image of the friendly 
dolphin character from Super Mario 
World to maintain the Mario theme, 
but when Guppys character image 
changed from ‘nice’ to “wild,” we 
decided to give him a scary face. 
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at the very beginning of 


development. This is a memorable 
piece for all of us, because it 
really solidified the idea that the 
next Mario game Was going fo be 
Saper Mario Galaxy. This fortress 
was rebuilt repeatedly. On the 
other side of the planet, you can 
spot Some excavation sites for 
natural resources. 


< The single most important characteristic of 
this penguin is his large stature, which makes 
him easy to spot from far, far away. He teaches 
little penguins how to Swim, 80 he ts muscular and 
wears sporty colors, resembling a typical coach. 












Our intention was to 
emphasize Boos, 80 it was made 
dark and eerie. However, we didn t 
want to hinder game play, 80 we 

eventually made it brighter. 












Concept Art and Captions by: 
SMG Development Team BB) 





